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THIRD DIMENSI • WarGames

WIN THE GAME OF
THE FILM!
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Los e  your se1fi n t he
Gobl i n La by r i nt h
a m o n g s t  De m ons .
Trol ls.  U n d e a d  a nd
t h e  Evil  Wi z a r d

In or
A Wa r r i or s  a nd
W i z a r d a  S w or d e nd
S or c e r y  Adv e nt ur e
Runs  on 4 8 K  on t he
S p e c t r u m
Aut hor :

R r o w a t o r
N e p t u n e  Com put i

w
Ba t t l e  t hr ough a
s ophi s t i c a t e d al i en
m a z e  in a s e a r c h f or
t h e  • a a r t i f a c t
A  Uni que  3 0  Ar c a de
Adv e nt ur e .
Runs  in 4 8 K  on t he
S pe c t r um ,
Aut hor :
M i k e  Mos c a l i t
CS

Hi gh Qua l i t y  Ar t /
De s i gn p r o g r a m  f or
ful l  ver sat i l e
m a ni pul a t i on of  t he
BBC' s  e x t e ns i v e  f
gr a phi c s  abi l i ty.
Pai nt .  D r a w  A b s t r
I ns t r uc t i on Book
I ncl uded,
R u n s  in 3 2 K  on B B C
M o d e l  'B'.
Aut hor :

e n d e •

Fal l ing t h r ough  a
c onc e a l e d  cave
e n t r a n c e  you fi nd
y our s e l f  c a ught  in a
fabl e  lull  of  hor r or
a nd  Bl ack  Be a r d' s
Tr e a s ur e  _
A n  Hi s tor i ca l
A d v e n t u r e  w i t h
Hi -Res  G r a phi c s
Rune  on 4 8 K  on t he
S pe c t r um .
Aut hor :

i n  K e n e m i l y

A  M o n s t e r  of  a n
U n b e a t a b l e  g a m e  P A
' S t a t e  of  t h e  Ar t '

r a m  A  b a t t l e  ofp r o g r a m
 a nd  Wi t s ,

Fa s t e r  t h e n  a
s pe e di ng bul l e t  II
1 0 0 %  m a c h i n e  c o d e
ver s i on of  3 0
n o u g h t s  a nd  c r os s e s
Runs  in 1 6 K  o n  t h e
S p e c t r u m .
Aut hor :

_
Ski thru•  Ma r ine
Maniacs, G T ' s ,
Re ga tte e but  be w a re
t h e  G r e e t  W h i t e
Hungr y ! !
Unbe l i e v a bl e  ful l
s c r e e n  di spl ay
c ont i nuous  sound,
i m pos s i bl e  c ol our
.R u n e  in 413K on t he
S pe c trum.
Author : J ohn He '
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A Q UA P LA NE  4 8 K  S p e c t r u m
X A O O M 4 8 X  S p e c t r u m
VEL NOR'S LAIR 4 8 K  S p e c t r u m
S MUG G L E RS  COVE 4 9 K  S p e c t r u m
3 O  STRATEGY 1 8K ME iK  S p e c t ru m
B E E B  A R T  3 2 K  B B C  M o d e l  'El
CRE DI T CAIRO TELE S A LE S
0 2 0 2 - 8 9 1 7 7 4

CS 8 5
CO O S ED
CB 9 5
£ 8 9 5
CO 9 5

€ 1 4 0 5 0

P LE A S E  S E N D  M E  TH E  G A M E S  A S  TIC IK E D S U P P L IE D  O N  CASSETTE

Tota l  c he que / P O .  e nc l os e d
C h e q u e  pa y a bl e  t o  Qui cksi l va Li m i t e d
N A M E
A D D R E S S

WARP O I NCI I i    ' w o l v e r i n e  a r e  s o l d
k e n o t o C I I J I C K S I L V A t t f r e t e r m .
S i  t r e a t  s a d  c o n d i t i o n .  o f  se g o - C o p i e s  o f
w h i c h  S r .  o t e l i e b l e  e n  r e q u e s t .

Pleas e s end oc oer t o
GI LI I CKSI LVA M A I L  O RDE R:

5 5  Hov i l ond Rood
P o r n d o w n  I ndus t r i a l  & s t e t •

liktim bor ne ,  Ckproort
• •

S e n d  S A  E f o r  Cat a logue O S
G a me s  a re  av ailable thrgiugh Boot.
J Menz ies ,  Smiths .  Hearleys .
end  ail lead ing  c omma •  s t o r e s



„dor-
CRAPr iratio
e M N•

News & Reviews
GAMES NEWS 1 8
We bring you exclusive pictures
of Auchogenic's brand new fantasy
Alice in Videoland. Plus details of
a brand new true 3D game called
3-Deep Space for the BBC B

ARCADE ACTION 3 0
May the force be with you! Youll
need all the help you can get once
you're behind the controls of Star
Wars — the video game,

VIDEO GAMING 3 6
Read all about the grand fi nal of
Atari's Player of  the Year held at
the Latta trendy Camden Palace
night-spot. C&VG's equally trendy
learn were there
REVIEWS 1 4
3Yet more  3D,  s o  k e e p  t hos e
glasses on! There's a rundown on
extra•dimensional garnes f or t he
Spectrum,
NEXT MONTH 1 4 9

Listings
DUCKSHOOT 4 2
For Atom powered hunters.
ARCADE ARENA 4 7
Our second dip into the fast and furious world of arcade-style
games kicks off with
INVADERS — BBC   4 8
CHICKEN— ZX8I 5 2
SLALOM — TEXAS 5 4
LIGHT CYCLES — DRAGON 5 6
ESCAPE FROM THE BAS'rELLE 6 4
They seek him here, they seek him there - -  that elusive Sharp
MZBOk. Help the aristocrats escape Madame Guillotine!

SPACE HO G —IN 3D
We bodly take you into a new dimension on you Atari.
CRASH OR CRUSH — IN 3D
3D action for the V i c
-
2 0  a n d  
C B M  
6 4 ,

VENTURE 16
Go adventuring among the mysterious rooms of a lost
mid on your Spectrum.
LOGJAM
Branch out with your Atari!
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Journey into new dimensions

STARDUST
Catch a falling star on your Apple!
MOONGUARD IN 3D 7 6
Here they are, the programs you've all been waiting for. The
first true 3D out in glorious stereoscope! This one for the BBC
MANHATTAN INVASION — IN  3D 8 3
Spectrum owners, grab those 3D glasses!

68

New Dimensions..
We take you where no com-
puter magazine has gone be-
fore — into the realms of the
third di me ns i on.  W i t h i n
these precious pages you'll
fi nd t rue s t ereos c opic  games
for the Atari 4001100, BBC B,
Commodore 64, Vic-20, and
the Spectrum. Al l  you need
to get right into the middle of
the action is a pair of the 3D
glasses we 've  thoughtful ly
attached to the cover of this
issue. An d  to  a dd to your
enjoyment we've illustrated
this spectacular feature with
some equa l ly  spectactular
3D a r tw ork .

The 3D games come from
the printer of Mik e  Single-
ton, th e  m a n  be hi nd o u r
Seventh E m pi r e  p l a y -by -
mail game, and are guaran-
teed to change your concep-
tion of what makes a  great
computer game.

Features
MAILBAG 7
What happens alter you become
Arcade Champion? Find out here!
COMPETITION 1 0
Win the game of the film! Six tapes
up for grabs if you're quick off the
mark in our WarGarne movie con-
test.

CHARTS 2 4
Everyone's talking about our com-
puter games top ten. Find out why
by checking it out.

ACCESS 3 3
A new feature which you write!

THE BUGS 4 3
GRAPHICS 5 8
Garry Marshall explains how t o
blow things up with a Texas,

BUG HUNTER 1 2 3
Robert Schif reen on  t he t rait  o f
bug-ridden programs,  plus  y our
hints and tips.
SCRABBLE 1 2 6
Can you win this war of  words?
SEVENTH EMPIRE 1 3 2
The struggle goes on

GO 1 3 7
Alan Scarif  sets everything down
in black and white.
ADVENTURE 1 3 8
Keith Campbell gets lost up a lad-
der!

MACHINE  CODE 1 5 0
Ted B a l l  cont inues  h i s  s er ies
which takes you beyond Basic.

Editor Ferry Pram Assistant editor Eugene Lacey. Editoria l asaisinat CLue Edgeiey. Re a d.,  services Hobert Schilreon (01-278 388l), Ais e a te r Lnda Freeman, Desigiber LYrida Sawn).
Prudential editor Tim Melsalle Sta ff write rs Sheama Si. lo in . Richard Frankel, Advertisement manager Rita Levna Ass:utast advertiseesest reasager Rob Cameron. Adve M e tny

executives Louise Matthews. Mack Carina, Advertisement aseisiant Louise flockhad Publia se r Town Moloney
lAdona l a d ve m se m e n t  offices, Durratit House, 8 Herbal Hui London EG A 5El• Telephone Editorial of-zrp SW,  Advertising 01-2711 6582
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100 FREE PROGRAMS
FROM SILICA SHOP -  WITH EVERY PURCHASE OF ANATARI 'A88
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400/800 SOFTWARE & PERIPHERALS
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Programming cart ridge 1f351 and t ry  y our hand at  programming us ing the easy to learn BASIC language. Of if  you are interes ted in  bus iness
applications, you can buy  the Atari 800 *  Disk  Drive + Printer together with a selection of  business packages.
Silica Shop have put together a full catalogue and price list giv ing details  of all the peripherals  as well as the extensive range of software that is now
available for the Atari 400 800. The Atari is now one of the best supported personal computers. Send NOW for Silica Shops  catalogue and price lis t
as well as details  on our users c lub.
THE FOLLOWING IS JUST A SMALL SELECTION FROM THE RANGE OF ITEMS AVAILABLE:
ACcESSEDRIES
C a b .
Cementem
G r a n .
J o y s . .
La Soca •  JA• mick
I A .  S . W . .

ADV E NT URE  I NT
revel 44enet _AA*
& i  I  Actu e n tu rro d

Please Ad s
PM 3  M o s .  Imp
F.C. 4 V o o d o o  Cart
Pio 5  E a a  Comint
Pio A S o a r .  Ode
• /  fi a  e s t .  F .
No 0  P o o r .  e a 13
No 0  Go mm Tosen
No 10 Sere towel I
No  11 S r  tre ad  2
Teo 1 2  Golden Vow
Ansple ro o m
130lecoons
• orarloc E m o ry

P .
-
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ar Lands.

Mountain Snout
He arguard
S i r  F t .
S an d .  Gnio

AL / T O M AT I D
SISAL/ L A ITOSEI
En n a C ra m .
,  C l e oDeetchertes rFq Ran
Dragons Ey•

O rmil
R a w .  o  F I O N
RO Ci x
-
h o t
Stec Vid mr.”
Ie nsaie  o l Alain ai S t o c k  Co n in e
Litton i l e ac . .  a l .  T e t e ' .

loolowaic
11013AS W a r d s ,  P i m .
E t a .  l a t m o r i  M a d  Pro catam
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Compute •Aeoreine 1.11•••19
, T h e  P e r o nP. A. A t.. F  anteey
,
..0 2 0 4 1

DOS U r . .  Los G a l e c t o c  O ve r
0057 hiM11410 S o u l e  01 LOOK
teen Atari Books S o u t h  01 /Are
Op Saip an  LiF1,011
M ie s heanue1 W o r l d  M e  110

POW P a n
Ceicuieure
D r a b .  Manage ral
D e c o . .  r e a r
Grape ' I t
lowe rnag
L atararrn
Mo n  S  Loon A .
N o . . .  Lodger
Proolo
Parsonol P o l i r r t
Purolator. Ledo'
Soho Lotto.
Strusters

QINt iOta r
Alone  F , 4 4
I . nChong:moo
Crettait
eaten Foe
intrude r Atari
M o r e .
Motscrie be
i . e .  S c o t
No y 1 1 . 0 . 1  I r a *
Ro o .  o r T o r Emp
S i . . .  T
S o re  T rap
Sonol Poke r
T ro ia M o c k . .

S O L / CAM E /

Alo calc
A l l .  cog C e rra.
GastratIo • s
Elementece  S i lo am
F•011Wro. l e •
Hickory Dhcitore
Inin Centeno Doe
Unloose*
Le hr
-
te e n
letopentre

Maths T r  I I .  S c r a m
re t ro  A P ro t Sotroil S t a r s  A Cap o iri
M u rarri o  l o a t h  T wo " ,
Mteow T o r o
,
” : N o t a t o
0.4OVO-ol C o o
,
P . T o r  
l i t  
A M
M A
R §

M y Foot A l p h a. ,  8 .
,
E 1 0 1  
r e n t e r

Numbe r A l .  C r  obbor/O riminon
P O P . .  D a r n
Pre p rin ts Dt U.S. t r o o p e r  Soto*  J4
Otoq TAW... H i c t i n e  Diction,
t i e r . .  4 , , , , 1 0 1 V  ° U M W ) ,
S i . 0 0  3 0  G ra p h .  J u m b o  Jai L ard e r
Three Ft K i r  Sits S m a r r  01 th ilian is
Video Meth Flash S o o n . . .  Corroncir
Verechneher S o p e r  Cubw, A T at

T o u t P AI r • n t  PUO I
EDUCATION
bora A lA nt E N T E I V r e i n S t a t i l
Cone French c r o r e , S P N .
Come Comma. A l i e n  Ego
Cone i t a l .  A n t h i l l
Cone t i r o .  A r r a
F o rg e  C a r  A m t . .
E ro m an  C A Cars e a .
1 4 .1 .4 1 '  E l l e c l o a c k  E r m a
We t T 0 PTo. 1
,
2 ! 3  
B l o c k  
S u r
e r

Kingdom S t o c k  •Eros
M o w Corogot.00 E l o n v o r  Pool

Castle
C r  A M .
Checker Icing
 Ch i n .  P u r r
C O d • C r n k • r
Comode Ossae lle
•  P p l o r
Dog Dare
Doentrotion
Downhill
tonere Front
Gelettal N ode  Del
Grothicliound
Jee-0
hiteeleum
LOotteheen
ketimar• Minch
Midst Touch
Wolohan
Chnlownonetrue
14E101001  G o m m
Pro Bowling
Piethowe
%hetet,
Rewret II
Union Run
7117 Lending Sorrow!
Soren Card  Stud

S ine  Ad...wig
$choen
Soso. Cher
SO W. T o r
&nuns Peeece
Tett ereb
Tem
Wr oth Cued
Wards renneo•

EPITEITA MOW PIT
teen ATAal
A rato d s
e are lb e tl
S O NO . *

El l . r. 1 1 1 1 . 1 1 fl t  k e l
ke e n .  Command
P r  I V .
tperm O r r . .
Star N a a r .
S o ra Ame atart
V . °  Form

OPt ”TEIY.1%
E mo m

Flertomeinso
" M .  A r m o r
Iskaosluoteca
T h re w. .
Uleiretetteetden
Wieeni ;n e w e l .

M I N I P A E R A L L I
O NNI f te l oc t  . t i M M • •
Diet. D o .
E . .  N o r i o
P m , .  Re corde r
115232 I n m ate .
T a o . .  P ro n .
ISA A rm o r,  RANI
32tc itternonc HAM

PIRIANA_Littl
inotRAPA
Ado M u sa S y n .
O rono Ge m a ra .
E l l warai  Toottor
Go n g  To T M  Gi l a
K a r s . .  O ra r
W .  Code  T o o .
P r a m .  F o n .  P I
P G .  Plano

POGIQ FLANKING
AIDS from Martf
D e r . .  , A P ,
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0 1 1  
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w
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R ED U C ED  PRICES
at S i l i c u  A t o p  a r e  p le a se d  t o  a ia lo u n C e

fantastic reductions in the prices of the Atari 400 800
personal computers . We believe that the Atari at its
new price wil l  become the U V s  mos t  popular per-
sonal computer and have therefore set up the Silica
Atari Users  Club, This  c lub already  has a library  of
over 500 programs  and with your purchase of  a 400
or 800 computer we will give you the fi rst 100 free of
charge. There are also over 350 profess ionally  writ -
ten games  and u t il it y  programs ,  s ome are lis t ed
oelow. Complete t he reply  c oupon and We'll s end
you full details. Alternatively  give us a ring on 01-301
1111 o r 01-3091111.
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GAMES THAT ARE
HARD TO BEAT

UNE X P ANDE D VIC 20
Sea Invasion
Mind Twisters
Power Blaster
Shark Attack
Space Fortress
Space Attack
Atom Smasher
Pedes and Mutants
Multisound Synthesiser

EXPANDED VIC 20 (3K, 8K or 1
Time Destroyers
Moons of Jupiter

CO MMO DO RE  64
Zappy  Looks
Dicky's Diamond
Tombs of )(mos
Fools Gold
Stellar Triumph

P H  CO MP E TI TI O NS
Every action game purchased brings a tree
entry into the national competition to find the
Supreme Champion. and free entry into the
annual Romik Grand Master competition with

rant.)stir pri7ec

E499
E4 99
E5.99
E599
£5.99
E5 99
(6.99
E699
E6 99
E6 99

6K1
E6 99
( 7 9 9

ADVENTURES FOR THE VIC 20
Zorgon s Kingdom (8K or 6K)  E 6  99

(real time graphic adventurel
Sword of Hrakel )3K, 8K or 16K) E 5  99

(classic adventure)
The Golden Apple of Zeus (8K or I 6K) E  4 99

E6 99
E6 99
E6
E6 99
E6 99

16K or  48K SPECTRUM
Colour Clash
Galac t ic  Trooper
3D Monster Chase
Spectra Smash (plus Breakout
Shark Attack

ZX 81
Super Nine - 9 I K games
Galactic Trooper I I 6K)

BBC (Model A or B)
Birds of Prey
Atom Smasher

D R A G O N
Strategic Command
Convoy Attack
Cyclops
Rom*  Cube
White Crystal (graphic adventure)
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For further details of all our games and a list of stockists
complete the coupon and send it to:
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Power Blaster ( 9 .
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you have what you consider a marketable game,
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ARCADE ACTION

DIG DOG
Fast action tunnelling as Max the Mutt

races for his long-buried bones. Run
like hell through this 100% machine-code
game. Dodge and turn — if you're quick
and smart you'll survive — hang around
and well throw you to the rats!

Very adictive

Includes VAT & 1st Class Post & Packing

Realize the true power of your Oric or CBM64.
TASKSET LTD

Dealer enquiries welcome — call (0262) 602668
Mail or telephone orders to:- Taskset Limited
13, High Stzeet BRIDLINGTON Yorks. Y016 4PR
Bridlington (0262) 73798 24 hrs.

brings you real arcade style garnes with all the features
you rightly demand; 100% machine code speeds, smooth
flicker-free hi-res graphics, great sound, hall of fame,
player options, and of course, the very best in original
concepts.

c o m m o d o r e  61
.

COSMIC CONVOY
Huge transporters ferry the vital

supplies across the dangerous space-
lanes, always in convoy. You command
a small desperate group of Hyper-Viper
destroyers, Save the entire population
by protectmg as many transports as you
can, against the nastiest pirates in the
cosmos. 100% machine-code.

So much more than shoot-em-up.
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Please drop us a line at: Computer and Video Games, EMAP, °errant House. 8 Herbal Hill. London ECM

DISCOVERING
THE CODE
Dear Sir,
I own a 48k Spectrum and I
am starting to program in
machine code. I have plenty
of Z80 books to teach me the
language but to continue I
need a book which will tell
me how to print a character,
plot a pixel or sound a beep.
Is there such a book?
SI Freshwater,
Leiston•
Suffolk.
Editor's reply: I f  you need a
detailed book about
programming the Spectrum
in machine code then I
recommend The Complete
Spectrum Rom Disassembly,
published by Melbourne
House. It costs £9.95 and
contains a complete
disassembly of the 16k
ROM including the cassette
routines and the floating
point calculator.

As for printing a
character, simply place its
ASCII code in the
accumulator and call RST
10 (hex). Plotting a pixel is
done by the machine code
equivalent of POKE, ie LD
A, character then LD
screen address, A.

MUTUAL AID
SOCIETY!
Dear Su,
I couldn't believe it. Keith
Campbell stuck in  Mys t e ry
Fun House! It can't be! I  read
the article again. It is!!! Oh
well, gone are the visions of a
man capable of solving the
Zork Trilogy in a single
sitting_

So, I  thought, he is human
after all! I  enclose a couple of
clues for him — after all, he
did save me from a nervous
breakdown nymg to solve
Mission Impossible back in
December!

Whilst writing, I  wonder if
readers could be informed of

MACE k Manchester Atari
Computer Enthusiasts), a new
club which meets fortnightly
on Thursdays at 7.30 pm. at
the Ellesmere pub, Walkden.
All those keen on the Atari.
near enough to attend a
meeting, would be most
welcome!
Darren Evans,
Little Hutton,
Manchester.

KONG HAS
A DOUBLE?
Dear Sir,
I am writ ing in rep ly to a
question posed by Mr
of Eastbourne (Mailbag,
August) concerning his
adventures on Donkey Kong
machines. As he may. o r may
not know, there are in fact
two versions of this machine
available.

The first of these is the
original Donkey Kong
machine of which there are
not many around, These
machines have been snowed
under by what I can only
assume is a "pirate" version
of the game named Krazy or
Crazy, Kong. The latter
games contain a bug in the
program which prevent the
player scoring over 400,000
points. The original Donkey
Kong has no such problem.

May 1 suggest to Mr Bell
that in order to increase his
score of 428,300 he will have
to play the original game.
Andrew Corbett,
Pear Tree,
Derby.

SOME SOUND
ADVICE . . .
Dear Sir,
When experimenting with
sound on my TI 99/4a I
discovered that by using the
following sound statement a
good effect can be produced_
CALL SOUND (-4250, 110. 0,
111. 0, 112,0)

Another interesting effect is
to use a chord of the same

note but in a different octave
i.e. CALL SOUND ( 4250,
110, 0, 220, 0, 440. 0) where
110, 220 and 440 are the
values of the note A in three
different octaves.

Several sound imitations
cart be produced, in this case
the sound of a ball bouncing
off an alley wall:—
10 FOR 1=0 TO 30
20 CALL SOUND (-300, —5,
I)
30 NEXT I
40 GOTO 10
Richard Moore,
Preston,
Dorset

COLOURFUL
QUESTION!
Dear Sir.
Please, could you tell me how
you determine what colour to
make the Computer and
Video Games logo on your
cover each month? Do you
follow a sequence — if so
what? I have not discovered
one. I  thought you might use
a computer to pick a colour.
Could you answer my wierd
question?
Martin Pointer,
Brighton,
W. Sussex.
Editor's reply: Well Martin,
this is really top secret
information, but as it's you
we'll spill the beans. No
peeking the rest of you! It's
all to do with the Bugs you
see. They don't like certain
colours — and we hope that
if we pick the right one for
our front cover it will
ensure a bug free issue! We
change the colours to keep
the little devils guessing!

BAD TIMES
WIIII VIC
Dear Sir,
About seven months ago my
parents bought me a Vic-20.
For the first four months I
was very pleased with the
machine — but then things
started to go wrong. Firstly
the sound went, and then it
wouldn't tune into the TV
properly. Then the power
light failed. It was taken back
to the shop where it was
purchased and replaced.
Now I have no problems —
but a friend also purchased a
Vic two months ago and
experienced similar problems
to mine.

Has anyone any idea why
some machines suffer these
faults? And have any other
Vic owners had similar
experiences?
Stewart Nightingale,
Canonbrie,
Durnfriesture
Editors reply: Can anyone
help Stewart?

CORWIN FAN
HITS OUT!
Dear Sir,
I read the review of Gorf for
the Vic-20 in your August
issue and I strongly disagree
with your reviewer.

It says that in the first
screen you must find a space
in the force-field to fire
through, but you can actually
fire through it. Also the
graphics are the best I  have
seen on the =expanded Vic.

When the arcade origmal
came out I tackled it until I
became a Space Avenger.

The only thing the Vic
game lacks is the voice! Your
reviewer describes the game
as a "reasonable conversion"
but the quality is as good as
the Bally-Midway original.
K. I  Charlton,
Thornton Heath,
Surrey.
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ATARI
Attack At Li.2

'Baja Buggies
Candy Factory
Claim Jumper
Defender
Forth

•F rogger
G a l a  X i an
God

•Hellfire Warrior
K-razy Shootout
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Pac-Man
Paint
Picnic Paranoia

'Preppie
O x
SAM Speech Synth

•Shamus
Sollporn Adventure
Starcross
Synassembler

•Zaxxon
Zork 1
Zork II

-1 -  1 oK -KF54J E29 95
-1C.16K-KB74R E22 95
-1D-32X-KF53H E21 95

•1E-116K-KB67X E29 95
-1E-16K-KFIOL E29 95
-10-24K-YL29G f62 95
-1C-16K-KB68Y E22 95
-1E.16K-KFtIM E29.95
•1E-16K-KB44X E29 95
-1C-32K-KFO2C E27 45
-1E-13K-E3063T E34 95

-IC-16K-KF22Y E27 50
-1E-8K-B071N E29 95

-1 D-48 K-K B22Y E29 95
-1E-181C-KF13P E29 95

-1C-16K KBO7H E21 95
-1E-16K-4(F16S f29 95

-1 0-32K-KB15R E47 19
-1E-16K•KB9OX E27
-1D-40K-60938 E20 64
-10-32K-K937S E20 95
-ID-48K-Kl383E E38 95
-1C 16K-KF20Viii E29 95
• 1 D-32K-B094C E29 95
•1D-32K-0095D E29 95
-1 0-32K -KB31 E 2 9  95Zork III

'30-Superoraphics -1C-40K-13029G £31 os
Plus over 280 other titles tor Alan

A L
ATARI

Mowister Mama

•

COMMODORE 64
Temple 01 Apshai (Part 1) -1 D-BC57M E27 45
Upper Reaches (Part 2) - 1 D- BC5 8 N Et 3 BO
Curse Of Ra 'Part 3/ - 1 0 - B C 5 9 P  E13 00
Sword 01 Fargoal - 1 D - B C 6 0 0  E20 75
Crush. Crumble & Chomp -1 0-BC6IR E20 75
Jump Man - 1 D - B C 8 2 S  r o  45
DRAGON
Berserk - 1  E-BC32K 119 95
Black Sanctum - 1 C - 9 C 7 8 K  E7 95
Dragon Trek - 1  C-BC820 E9 95
Galax Attax 1 E - B C 7 9 L  E19 95
Guest ,
C -
B C
4 1 U  
E
7  
9
5

Wrard War 1 C - 8 C 8 3 E  E7
Plus 30 other Mies lor Dragon
SPECTRUM
The Hobbit (48K - 1 C - B C 8 8 V  Eta 95
Timegate (48K)I C - B C 8 9 W  E6 95
Space Intruders (16K) .  1C-BC9OX E4 95
Meteor Storm 116K) - 1 C - ( 3 C 9 1 Y  E4 95
Chess Player (48K) - 1 C - B C 9 2 A  E.6 95
Speakeasy (48K) - 1 C - 6 C 9 3 B  E4 Or
VIC20
Crush Crumble& Chomp (•16K)

IC-KKIOL E20 75
Datestones Of Ryn 1,-16K) -1C4(K13P E13 BO
Invasion Orion (.16K) - 1 C - K K 1 2 N  E17 25
Monster Maze - 1 E - K K I I M  E27 45
Plattermania - 1 E - K K I 4 0  E27 45
Princess & Frog - 1 E - K K l 6 S  E29 95
Rescue At Rigel -1 6 K)  -1C-KK1313J E20 75
Ricochet (-8K) • 1 C - K K 1 5 R  E13 80
Sword 01 Fargoat -16K) -1C-KK09K E20 75
Tank Arcade 1 C - 1 0 - 1 1 6 1 1 J E 1  1 95
Plus 80 other lilies tor VIC20

*Desk ve t  srons , Vso  a va ila b le  I l lb u g b  p lt Ce
su e  m a y

Send sae now for our new software leaflet
with details of  al l  programs added since
Maplin catalogue
Order As XH52G Issue 4.

A superb new home computer
with one of the most powerful
colour video processors
available An incredible 32
sprites simultaneously
and 16K of RAM
dedicated to graphics
alone Powerful 2130A - -
(3 5MHz) main processor Three
lone generators and noise
generator all with envelope control like a
mini-synthesiser Complete with BASIC and superb hmodhooks
For beginners Al l  this tor i v t  [ 1 4 9
9 5  i A F 6 4 L I ,

Maplin Electronic Supplies Ltd.. Mail Order P.O. Box 3. Rayleigh, Essex
SS6 SLR. Tel Southend 10702) 552911 (Sales).
Demonstrations al our shops NOW.
159-161 King St Hammersmith. W6  Tel_ 01-748 0926. 284. London
Road, Westcliff-on-Sea. Essex, Tel, (0702)554000 Lynton Square. Perry
Barr, Birmingham. Tel. (021) 356 7292.
All goods delivered in UK mainland carriage paid. but add 50p it total
order less than E5 except catalogues. Orders including items marked •
delivery next day by Datapost.
Subtect to availability Al l  prices include VAT unless shown. Prices
correct at time of going to press.
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HARDWARE SELECTED SOFTWARE

AUTHORISED ATARI
SERVICE CENTRE

0 1 0 h &
The brilliant new colour computer

SORD M5 71. M a.
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Atari 400 with 16K RAM (AF36P) E149 99
Atari 400 with 48K RAM (AF37S)E214. 99*
Atari 800 with 48K RAM (AFO2C) E299.95*
All above with BASIC and handbooks
Atari Cassette Recorder ( A F2 B F)  E50 00
Atari Disk Dnve ( A F O 6 G )  E299 95
481< RAM for Atari 400 ( A F 4 4 X )  E65 00
48K Upgrade for 400 ( A F 4 5 Y ) E 6 5  00
Commodore 64 ( A F 5 6 L )  E229 00 *
161< RAM for VIC20 ( A F 5 3 H )  E59.95
Commodore Cassette ( A F 4 8 C )  E44.95
Commodore Disk Drive (AF50E) E229 00
Dragon 32 t A F 5 7 M )  E175 EK:
Dragon Joystick ( B C 3 O H )  E14 95
Cassette Cable for Dragon (BC31,1) E2 95
Epson Printer FX80 ( A F 4 0 T )  E447.35
MENTA ( X G 2 8 F )  E115
Floppy Disk ( Y X 8 7 U )  E2 50
5 C12 Data Cassettes ( A F 6 1 R )  El 99
Joystick Cont roller ( A C 5 3 H )  E7.50
Joysticks (Pair) ( A C 3 7 S )  E13.95
Le Stick I A C 4 5 V 1  E24.95
Full details all above in MAPLIN catalogue

*  Delivery  next day by Datapos '
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that elirninateS the need for a typist
You can learn the Micrownting technique
in less than an hour and produce
perfectly typed text the same day
Micrownlet IA.F62S) E485 E 7 2  75 V AT*
Complete Word Processor Package
IMicrowriter printer an l ead)
AF63T) El 455 • E218 25 V A T*
Available ONLY by mail order or from
WESTCLIFF shop

dav by Dalapost

4118

Mapsott lull colour catalogui-
Prtce El Ind post Maptin
catalogue contains full cietas
of all hardware and lots of
software O n sale now in all
branches of W S m i t h .  price
El 25 or El 50 Inc' post from
PO Box 3 Rayleigh Essex

b C O M P U T E R  & V I DEO  GAMES

If N u r  t J I . i  COnta ins ove r £ 1 2 U . . ' U .,
computer hardware apply now tor interest
free credit by telephoning Mail-order
10702) 552911 London Shop 01-240 0926
Birmingham Shop 021-356 7292 Southend
shop 0702 554000 Or write to P 0  Box 3
Rayleigh Essex SS6 aLR
You pay 10
4
00 
d o w n  
t h e
n  
1 0
%  
p
e
r  
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h

for a further nine months (to nearest
penny)
Credit quotations on request This Olen
sublect to approval which can take up
to 48 hours (APR 0 % )
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HEATINAVE
WARNING!
Dear Sir,
I would like to issue a
warning to all other Sharp
owners! Unfortunately during
the recent hot spell any Basic
tapes left either in or out of
their boxes and exposed to
sunlight will perish. I learnt
the hard way and lost three
tapes. I only discovered that
the tapes would not work
when I loaded a tape and
attempted to start to program.
The program refused to run
and found non-existent
errors. Al] the more reason to
make a back-up tape!
Andrew Baum.
Pinner.
Middlesex.
Editor's note: There's a
warning to all of you out
there — and not just Sharp
owners. Take good care of
your tapes and discs and
store them in a cool, dust
free place.

BBC vs ATARI
DEBATE .  .
Dear Sir,
I write to you concerning Mr
Paul Ippaso's letter (Mailbag.
My ) dealing with Defender
variations for the Atari and
BBC micros. Judging from his
views it is clear that he has a
grudge against the BBC for
some reason.

As a BBC owner, I  admit
that the variety and excellent
quality of Atari software is
unchallengeable but a price
has to be paid. The cost of a
program for the Atari is, on
average, three times the
price of those for the BBC —
of the same quality.

Mr Ippaso also says that it's
easier to play Defender with
joysticks. I  disagree. although
I must admit that it took quite
a while to master the
keyboard functions — but
once mastered it's just as
easy as a joystick. Anyway
Planetoids can be played
with Quickshot joysticks from
Microstyle.

-; M r  Ippaso also seems to
8 think that Acomsoft are the

only quality manufacturers of
BBC programs (joke!?). Has

i  he never heard of Big Byte,
i  JJK. Superior Soft,
2 Micropower etc, etc who

produce software of the same
quality as Acomsoft

My second point concerns
your poor review of
Hopesoft's Escape from
Orion. Having played this
game I can clearly state that
your version is not
functioning properly. When
you clear screen one you DO
automatically go onto the
second screen. Also you
CAN climb up ladders as you
must reach the spaceship in
order to get to the next
screen. It is an excellent
game and the graphics are
really superb. I'd recommend
this to anyone.
Satrinda Alg,
Fulham,
London.

THE LAST
FEWWORDS
Dear Sir,
As a proud owner of a BBC B
— that's how Mr Ippaso
started, I believe! — I  totally
agree with you on the
Planetoids v Atari Defender
issue. Planetoids is perfectly
playable, despite the
seemingly impossible number
of keys!

Also Mr Ippaso talked
about the restriction to
Acornsoft software. Rubbish!
Take Program Power's Killer
Gorilla for instance. This
amazing game is a
masterpiece of programming
at £1.50 or less than all the
Acomsoft games.

As regards Mr Roberts'
letter in your last issue, I  am
afraid I have to prolong the
debate. Any BBC owner will
say his micro is great value
for money and a Spectrum
owner would choke at the
mere idea of buying a BBC!
For every command a
Spectrum owner gives me
that a BBC hasn't I'll give him
ten that the Beeb has that the
Spectrum hasn't!

By the way, does anyone
know how to connect up the
eight lamps to the user port?
rd be grateful if someone
could help me.
R. J. Conlong,
Barnard Castle,
Co. Durham.
Editor's reply: And with
these well chosen words we
draw the Atari  v  BBC
debate to a close.

OUR CHAMP'S
MARATHON
Dear Sir,
Having just received my prize
I thought it high time I sent
my thanks to you and Taitel
for organising one of the
most thrilling days of my life
— the 1983 Arcade Games
Championships.

I found it a great
experience and hope I can
qualify next year. perhaps on
Galaga — my machine if it
becomes popular enough. It's
a great game — I've already
scored 420.000 after four days
of playing. By the way, what
is the current British high-
score?

Turning to a different
matter of which you might be
interested in is a non-stop
video game marathon which
I'll be doing for charity on
25th August. The event will
take place at Great Darkgate
Street, Aberystwyth at
"Raffles" which will be kept
open for as long as I  can
play. I  will be going round all
the shops and companies in
Aberystwyth looking for
sponsors.

I'll also have to write to the
Guiness Book of Records to
see if they're interested in
starting a section on video
games. I  plan to start at
8.00am on Thursday 25th and
to keep playing until I've had
enough.
Julien Rignall,
Tregaron,
Dyfed,

KONG WITH A
BUG?
Dear Sir,
In Mailbag August you had a
report from J. Bull of
Eastbourne who played
Donkey Kong and when he
reached 400,000 the game
went wrong and he lost all
his lives.

I also have discovered that
at 322,200 when I was on the
first screen level 14 on the
second platform up I lost my
lives, when there were no
barrels or fireballs near me.

This happens every time 1
reach 300,000 and I  can get
that with my first man. then I
lose the other three lives on
the second girder up. Have
any other arcadesters
experienced this?
G. R. Parker,
Northampton.
Northamptonshire.
Editors' reply: I t could be
that some versions of
Donkey Kong do have a
bug in them at a later stage.
But we have come across
scores well in advance of
320,000 so the problem can't
be too widespread.

Still i f any more of you
are experiencing problems,
please let us know exactly
which machine is causing
the problems and we'll
investigate.

KILLER
REVIEW!
Dear Sir,
Thank you for reviewing our
program Killer Gorilla.
However the excellent write-
up was flawed by the
mention of a bug in the
program. The reviewer
claims that Mario fails down
dead for no apparent reason
on the third level.

Surely he noticed the
bonus score table ticking
away in the top right-hand
corner of the screen.

When this gets to zero you
lose a life - presumably
what happened to your
reviewer. This has never
been reported before,
despite the fact that this is
the fastest selling program
we've ever had.

Although the third screen
is quite a challenge — your
reviewer didn't manage to
clear it — an eight-year-old
who owns the game has no
problems clearing all four
screens and the first two on
the next level — a score of
35,000. The highest score
recorded so far is 68.200
though a score of 134,000 has
been rumoured.
Christopher J. Payne.
Micro Power Ltd.
Leeds.
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WIN THE
GAME OF
THE F ILM
David Lightrnan Is our idea of the aver-
age Computer and Video Games read-
er. He enjoys playing video games, is
nuts about computers and is a b it o f a
rebel at heart. David is the star charac-
ter o f  a  new fi lm a ll about computers
called Wa r Games which should be at
your local cinema very soon.

David is a whizz at getting computers
to do  just what he wants them to. He
even persuades the school computer to
change his grades for h im so he won't
have to do extra wo rk during the sum-
mer holidays.

But he gets into real trouble when he
inadvertently con tacts a  mystenous
computer system wh ile  attempting t o
bootleg some brand new games from a
software co mp a n y u s in g  h is  t ru sty
modem.

The 'games"  h e  fi nds a re  no t d e -
signed for livening up a wet afternoon.
He h a s unwit t ing ly tapped  in t o  t h e
American Defence Department's w a r
games computer, called JOSHUA. And
the -
g a
m e
"  
h
e  
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in all-out nuclear war and the destruc-
tion of this planet! You'll have to see the
film to find out what happens.

You can p lay a safer version o f  the
deadly game  David  gets invo lved  in
thanks to  Thorn-EMI. Th e y have just
released a major new title called Com-
puter Wa r based on the theme o f  the

And Compu te r a n d  V id e o  Ga ines
have six of these brand new games to
give away thanks to Thorn-EMI.

All you have to do is answer the three
questions be low about computers fea-
tured in recent hit movies and send your
answers, on  postcards on ly please, to
War Games, Co mp u te r a n d  V id e o

David (Matthew Broderick) and Jenniier AIIy Sheedyi
in a scene horn WarGames.
Games, Durrant House, 8  Herba l Hill,
London, EC IR SEJ,

Thorn-EMI are producing the games
for the Vic-20, Texas Ti 99/4a and the
Atari 400/800 — so please tell us which
computer you o wn  on your postcard,
otherwise we won't be able to send you
your prize.

The fi rst six correct answers out o f
the C&VG memory b in  wi l l  receive a
prize. Norma l competition ru les app ly
and the editor's decision is, as usual,
finaL

The questions are as follows:
1. Wha t was the name of the evil

computer w h i c h  t o o k  o v e r  t h e
spaceship in Stanley Kubrick's fi lm
2001?

2. I n  Wa l t  Di sney's Tr on,  another
evi l  computer  w a s  out  t o take  ov e r
the world. What was it called?

3. A  famous comic book hero has
recently been battling i t out wi th a
heavily armed computer system i n
the latest movie about his adventures.
What is his name?

Remember, please put your answers
on a postcard or stuckdown envelope. It
makes sorting out your entries so much
easier for our hardworking competition
crew. The  closing date f o r entries is
October 16th — so get those brains in
gear!

Please enter this program in the E5,000 program competition

Program name:

Machine:

Number of K needed to run it

Other equipment needed to run it:

Author's name:

Address,

Telephone No:

Model:

OUR E 5
1
0 0 0
CHALLENGE
Put a special effort into your next pro-
gram i t  could be worth £5,000.

There's 0 ,000  in  good honest cash
going to the winner of our August com-
petition to  find Britain's brightest p ro -
grantming talents.

The p rize  comes f ro m Ca list° Soft-
ware o f  Birmingham wh ich  is keen to
expand the number of machines it cov-
ers and use home-grown programmers
rather than ship in games from the US.

Calisto's Mike  Woodroffe believes it
takes th ree  months t o  wri t e  a  good
games program and that's what you've
got. If you're starting from scratch, your
program must be  finished b y October
16th.

If you are going to  polish up one o f
your previous efforts, then why not send
it qu ickly and get started on  another
program. You can enter as many pro-
grams a s  yo u  l i k e  a s  lo n g  a s  each
comes with  an entry fo rm cut f rom the
magazme.

To enter, simply fi ll in the form below
and attach it to a cassette of the game.
Make sure you 1111 in all the details about
yourself and your game on the form.

If the game instructions a re  not in -
cluded on the cassette itself, then add
them on a separate piece of paper but
please ensu re  t h a t  y o u r  n a me  a n d
address are  included on every part o f
your entry.

The winner wi l l  be  the reader who
comes u p  wi t h  the  best  commercia l
program, a n d  C a listo w i l l  a lso  p a y
royalties on a ll copies sold. Remember
all published entries wi l l  b e  g iven a
software contract, possibly worth  a lo t
of money.

The judging t ime  is  limited  so  get
your entry in as quickly as possible but
be sure that your program is properly
polished first, to  g ive yourself a  good
chance of coming away L5•000 richer.

The entries must b e  sent to! £5,000
Program, Ca listo  Software, 119  John
Bright Street, Birramgharn BI IBE,

All entries will be the property of
Calista Software and the entrants will
assign a l l  r ights. patents a nd
privileges of their game to Calist°.

No employees of Computer & Video
Games, Calisto, or their relatives, will
be eligible to enter the competition.

All entries must be sent in with an
original coupon from Computer &
Video Games — NOT A COPY.
The judge's decision is final and no
correspondence can be entered into.

You can enter any number of pro-
grams as long as each is sent in with
a fo rm from Computer &  Video
Games. Winners will be notified be-
fore October 301h.



ION COMPETITION COMPETITION C

VOTE FOR THE
GOLD STICK
AWARDS .  .

No, Trevor Truran. our ace puzzler, wasn't
being extremely obscure last issue. The
Bugs, driven from the computer room by
Bug Hunter. decided to revenge them-
selves on our production department and
erased some vital clues from Trevor's
Sherlock puzzle. We've since replaced the
missing bits and you'll find the corrected
illustration above. Apologies to Trevor and
all you trustrated puzzlers out there. •  •

Do you have a  favourite game that is
worth its weight in gold? Or a software
company you would like  to reward for
its high standards and prompt service?

Here at C&VG we  decided that the
best o f  Brit ish so ftware  houses d e -
served the chance to win some recogni-
tion after a hard and competitive year
which has seen games programming
standards rising fast.

We are sponsoring five Golden Joy-
stick Awards which we  hope wi l l  be-
come the UK Oscars of games program-
mmg.

This is your chance to  nominate a
company which has given good service
or earn recognition for the game which
has given the most pleasure in the last
nine months (since November 1982).

Our five categories are:
•  Best Arcade-style Game, which goes
to th e  racsone o r  ca rt ridge  wh ic h
proves itself the most addict ive a n d
thrilling.
•  Best Strategy Game, is the tit le  be-
stowed on the finest cassette o r  ca r-
tridge to test the mind rather than the
trigger finger — like a favourite adven-
ture.
•  Best Original Game Idea goes to a
company which has come u p  with  a
game of a completely new type, unlike
any board, arcade o r computer game
seen before.

1111

ZZOOM! FREE TAPE TIME!!
Last mon th  i t  wa s Manchester. Th is
month it's Liverpool. So if you live there
get your scissors out and hack out the
coupon below. What's it all about? Free
Imagine games that's what!

We've got 100 tapes up for grabs and
the fi rst 100 people who  request each
cassette o n  the  coupon w i l l  ge t one
absolutely free –  thanks to Imagine.

There's only one catch — your letter
or postcard must have a Liverpool post-
mark,

This month's Imagine give-away tape
is Bewitched a  combination of a maze
game, a n  Adventure , and a  strategy
game — all in one.

You a re  trapped in  a  maze fu ll o f
locked doors and must escape before

the dreaded ghosts get you!
Unlock the doors with  a key — you

may find another door, a b rick wall —
or the exit.

It's just like  being trapped inside one
of those Russian dolls!

So fi ll out the coupon and rush it to us
at Compute r and Video Games, Free
Games, Durran t  House, 8  Herba l Hill,
London E CI R  BEJ. Ne x t  mo n th  the
Imagine city wil l  be Portsmouth, so a ll
C&VG readers in  that seafaring c it y
should ru sh  t o  th e ir newsagents o n
October 16th and get in  early to avoid
the rush!

December co u ld  b r in g  a n  e x t ra
Christmas treat to your home town s o
watch this space!

Please send me a copy of: Bewitched for the Vic-20

Name

Address

•  Software House o f the Year goes to
the company which has earned the best
reputation for quality games, good ser-
vice and entertaining advertising.
•  Game of the Year is the most coveted
Golden Joystick o f  all, awarded to the
game which most impresses the judges
in '83.

This game must first have won one of
the p revious g a me s ca tegories a n d
where that has happened the second-
place cassette is promoted to take that
title.

Initially we are leaving the judging up

to you  and  want yo u  to  te ll u s yo u r
nominations in any of the categories.

Just p ick  out yo u r favourite games
and fi ll in the form below.

The title Software House of the Year
is open to distributors of overseas soft-
ware, but for the rest, we are looking for
British-based garnes programmers.

Cut out the  fo rm b e lo w and make
your vo te  f o r  gaming  qua lity count.
Send it to:

The Golden Joysticks, Computer &
Video Games, Durrant House, Herba l
Hill, London ECIR

Please accept the following nominations for the Golden Joystick Awards.
(BLOCK CAPITALS PLEASE)

1) Be s t Arcade Type Game:
By (Software house):

2) Be s t Strategy Game:
By:

3) Be s t Original Game:
By:

4) Software House of the year:

5) Game of the year:
By:

Name:

Address:

•
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The start of something new!!

You bui l t  the bridge
and the respons ibilit y
is all yours. As bridges go it's
not  a bad job. Only  one snag.
due to a shortage of building
materials  there is only one
section left and six gaps to fill.
The Boss is on his way to
Inspect the job, can you juggle
the s ingle section around
quickly enough so that  he
won't  not ice the gaps? It ain't
going to be easy.

12 COMPUTER & VIDEO GAMES

Can you steer your Silly Cyclops through
the Barrier and then through live other
mind-boggl ing games? Only one thing
you can be sure of, it 's going to be
Practically Imposs ible.  In some of  the games
Silly Cyclops doses  his eye so you can't even
see him.  How on earth do you help a guy when
you can't see him? As I've said. I t s  Practically
I mpos s ible. .

Acme Software Limited, 49 /51  The  Albany,

Now you can stretch your
skills to the l imit  with this new
c omput er  vers ion of  the
highly  popular game
CONNECT 4.
Pit your wits and skill agains t
the c omput er and s imply
connec t  four of  your counters
In a row, ei t her vertically,
horizontally  or d iagonal ly
.did I say s imply?

Old Hall Street

Any of these games for just

/ lease supply the Following titles at 15  each
No ,  O f  CS V i C2 1

5RI X V I  An
PRACTICALLY IMPOSSI tst
COTINECT 4
In enclose Cheque/Postal Order No
made payable to ACME SOFTWARE L U G =
for the, amount of

Goods to be despatched by return of poet.

ADORESS

P O S T I C O D E
ACME 5 o r o m m t 4 C 1
,
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Liverpool Merseyside, L3  9LI .  Te lephone: 05  -2 -5b i:1062.
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TEXAS
The fa bulous T EXAS 111-29/4A - now only
C99.95 tram SPECTRUM - An incredible
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• ”h e r  deta,t
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ZX SPECTRUM
MODEM

Now yo u r  SPEC TR U M  c a n  o p e n  u p  t n e
world co m m u n ica t e  w i t h  o t h e r  co rn -
oute r' H a ve  full a cce ss to  the  PR EST EL
Oars So so  Ylat v0 o
,  
I n i n n h o n
e  
S e e  
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,

ZX SPEC TR U M
Jbystick interface

Now horn SPECTRUM t he  PROTEK Joy,
I ck I n t e rla ce  t o r  t h e  Z X  SPEC T R U M
ONLY £14.95

Budget Pr ice
JOYSTICKS

Now Fro
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ticks only E l 0 .9 5  s e e  our a d tor de ta ils

ATARI
New 600XL model a rriving  soon
,  a l S O  A T A R IVCS Gareet3 -  o u r  a d  I p •
delaaS

PRESTEL
See PRESTiL  •  ,,, 1 . . 1 2  ID d a l •
i n t o
,
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NEW SPECTRUM
MEMBERS

Check o u r address page
,  t h e r e, ,
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so t h e re ' s a  g o o d  ch a n ce  t h e re ' l l  b e  A
SPECTRUM  :e n t re  near you

AFTER SALES CARE
SPECTRUM  service  cent res w ill ensure  that
should you r machine 'go down ' we  w i l l  g e t  I t
running again Sc Quickly Is possible. We
also o t te r e xt e n d e d  w a rra n t ie s a t  re a so n -
able p r ice s t o o '  a S k  yo u r  SPEC T R U M
NOM E COM PUTER CENTRE for lull deta ils

COMPUTER DEALERS
or prospective Computer dealersli y o u  would
like to know more Shout becoming a SPECTRUM
APPOINTED D EAL ER  o n  om evciusive  a re a
basis p lease c i t e  to M IKE STERN, Spect rum
firk) Ltd.,  gurrowrie ld. We lwyn Garden C ity
Herta o r  te le phone  1 0 1 0 7 3 1 3 4 7 8 1

spectrum Computer Centro,

Now a  powerful business micro with  enormous
memory for the price of a games machine. The
-COMMODORE 64

Sensationai S -

NEW LOW
I  PRICE!S •

Semoo°

Still Only E
1 3 9
. 9 9

I  - 1  E
M  - ±  - *  - -

-  a te i
-
e r

Just 'oak at this incredible new  pr ice on the
Acclaimed Co mmo d o re  84  at Spec trum now'
The Commodore 64 comes with an exceptionally
powerful memory • a massive 04K RAM - Musa
wide-ranging spoci ti cation tha t  m akes for
superb versatility i t ' s  a lot of computer and
•tu ite o u t st a n d in g  va lu e  a t  su ch  a  lo w  p r ice  T h e
64
.
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cessor o p t i o n  • D e d i c a t e d  v i d e o  c h i p
•S pr i te  3-D graphics •  Music synthosisor • -
Presto, l i n k  ' , H i gh r e s ol ut i on gr a phi c s
1320X200i •  18 col our s • A n d  l ots  m or e  -
see your SPECTRUM dealer  NO W

COMMODORE VIC-20
Package Offer!

e
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•
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-
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*  A  S i  A L  A
. • •  
s s r ,

A com pl ete Hom e  Com puter  system including the
Vi C•20 Com puter ,  a  Cassette  Uni t.  i ntr oducti on
to BAS I C par t  1 -  a  s i m pl e expl anati on of  com -
puter  pr ogr am s - Blitz , Type-A-Tune.  Race S Hop-
pit. A fantastic deal !! and great v a l u e
-
f o r - m o n e y
.

But HURRY ! otter  only while stocks last

P RI CE  G O I NG  UP  - S TI LL O NLY
£ 1 3 9 . 9 9  WHI LE  S TO CKS  LAS T

•••••-i the is•Spearem Cempia i

-  e r • _ -

Sensational value at only

Disk Drive for Commodore VIC-20 and 64  O NL Y £229.00

Super new accessories for
COMMODORE 64

& VIC-20
VIC-1525 Dot Matrix Printer

£212.75
DISC DRIVE £ 2 2 9 .0 0

VIC-1520 4 -c olour  P r int e r  P lot te r
£169.99

COM-1701 C olour  Monitor  (With
Sound!) £ 2 3 0 .0 0

COMMODORE GAMES
Now  all these fantasti c RO M games  for  Corn.
64  a nd V I C-20  fr om onl y  C9. 99  each

VI C-20
GORF

SARGON 2
CHESS

AVENGER
STAR B A TTLE

And many
ALL ONLY £9.99 EACH

C om m odor e  64
RADAR

RAT RACE
SEA WOLF
CLOWNS

TURN THE PAGE FOR MORE SUPER OFFERS FROM SPECTRUM
,tti,md by Sintlivr Re-writ
,

goo



T E X A S  TI-99/4A
NEW
LOW

PRICE!
Exoeptionsi value Oro
, S P E C :  
H U M  
r e c t
,
e s e  
•  
•  
•

,tig probably thettneat home microcompute r value
on m e  •narset today . - -
r n i t  T E X A S  
I I 9 9 / 4 A  
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an extremely high standard and .s highly recom•
mended by SPECTRUM for 4s utter re lie bility.
•  t  ea RAM (expandable to 18K1 •  Built-in 14 IS Byte
BASIC Internreler •  re  Eta mrcroprocessor •  16
Colour High Resolution graphics •  Uses easy slor-m*
cartridge modules OP Extensive range ot solid State
s oftwar e c om m a no m odules  was  ia bte f
r o m  g a m e s  t oatChilectural a ids •  Optional programming langua•
ges -UCSD PASCAL I I -LOGO & ASSEMBLER

ORIC-11
iminalloloomonigim6filoommen

E61 gin en oim ourilmi i m

A sueere ly designed a nd engin-
eered micro a nd great value-tor-
money from SPECTRUM. Ottering
MIK RAM  Colour • 18 toreground
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et the same ! mai High resolution
grEphica User definable (Peonies.
Full sound ,6 octa •es ot Controll-
able sound
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with moving keys. Standard Cen-
tronics pare lle l inte rface  a llows
easy connection io a w.de range 01
br ingers e tc
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E MU

S pe c t r um
Pr i ce
O NLY

Pl otter  El  69 . 95
SPECTRUM FACTS
M ax im um  us er  RA M
Tex t S c r een
High Res o lu tiOn
Cassette Lead

NOW O N LY

E9 .95

Special
ORIC PRINTER

Offer!
Get a E40 Cash Voucher
redeamable  agains t  an Oric
Printer wh e n  y o u  b u y  t h e
° R I C  A B K  c o mp u t e r  I rom
SPECTRUM • ask for details

9 . 9 5
Now available O RI C 4 Co l o u r  Pr int er /

Now available:  P A SE. joys t ic k  interlac e for ORIC-I  E 1 4 . 9 5

Bring this  voucher to your local SPECTRUM
dealer when y ou purchase an ORIC-1 4 8 K
and it will entitle you to purchase the following
4 titles  of software at HALF PRICE!

•  Multigames •  Chess
•  ORIC Flight •  Zodiac

47 8 7 0  B y tes
28x40

240.1200
included

HALF-PRICE
• •VOUCHER

B B C
M o d
e l  
6 1
1 3
'

MICRO

u w  awn u m  a um a l L

•••• e r w -
se_
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Yes, this top selling Micro system
is n o w  av a ilab le  f ro m y our lo c a l
SPECTRUM deal er  -
t h e  B B CModel •B' offering 32K RAM plus a
f u ll b a c k - u p  o f  p e r i p h e r a l s  &
s of t ware t o o l  I t s  a n  i n fi n i t e l y
e x p a n d a b le  machine, ideal for the
hom e or  business and is already
widely  us ed for e d u c a t io n a l  pu r-
poses in schools - so the chances
are y o u r  c hildren may  already  bewell familiar with its operation,
which m u s t  m a k e  i t  t h e  I d e a l
c ho ic e  for the h o me  tool

Now av ailable

IKON FLOPPY TAPE DRIVE
for the  BBC  T h e  I de a l a lte rna tive !

S pec t rum
Pric e £ 1 5 5 . 2 5
QUICK SHOT JOYSTICK
Es pec ia lly  f o r t he  B B C
S pec t rum P ric e   E 1 9 . 9 5

SHARP MZ-80A

Desk l o p  g e n iu st  t h e  a ll- I n-One
SH AR P M Z-8 0 A_  Re a dy to  run the
moment you get it  home Built-In
ke yboa rd. C R T  9 "  d isp la y a n d
ca sse tte  d a t a  st o m a s w it h  4 8 K
RAM . The  BASI C  with  e xtra  use ful
additions, o f fe rs qu ite  a  p o w e riv
micro for the  h o m e  o r busine ss
4K Byte  ROM 48K Byte  RAivi • 2K Byte
Video R AM  •  AS C I I  profi le d ke y.
board - numeric p a d S 2  Page  Video
RAM a llows Screen to be scrolle d up
of down. •  CP/M avatiabie

Spectrum Computer Centres have mo connectronwtatsoever with the  ZR-Spectrum Computer mainuta.ctuned by S ina i" Research Ltd

SPECTRUM
PRICE
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BBC Sing le  D isk D rive  100IC
E28S 0 0

BBC  Ta pe  R e corde r  E 2 9  9 0
Acorn Softwa re  C rite lli%  ba se d

from E9  9 5
Acorn D isk ba se d so fwa r•

Cl I  S o
BBC ca sse tte  ba se d softwa re

from Etli 9 5

Coming soon!
BBC BUGGY
Spectr um e l  8 9 . 0 0Price 1 1 .
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aim via
SPECTRUM PRICE£39900
SHARP 711

Colour  C om pute r
Now available in limited
quantities
SPECTRUM
PRICE

£249.95



Plus!
THE BEST SELLERS

1

from these top British
Software houses

c . s . ,  'Dragon 321 1 1 . 1 1 1
Cruises; So m b le lit
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Ell IS
S. r o t  a l t  50wIttitni ES ISSUNSHINE

MICRODEAL
oRACtOirl
rv ming
Space dEar
Daderms

MIKROGEN
Bombe
, 
I Z X
B  
1
1

So
-
a n
t *  
t
2
X
8
1
1

Spites Irhaders 4441 • i
Prom IZIS1

BOOKS
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ACCESSORIES
Cl2 DATA, EASEETTE S 1 1  111
CIS DATA CASSETTES t O  SS
VISCOUNT SINGLE SIDED DOUBLE DENSITY (101 (FOR APPLE
COMMODORE. r‘TARI TANCIY1 E 2 1 . 2 5
VISCOUNT SINGLE SIDED SINGLE DENSITY I 10/ ( 2 1 . 2 1
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VieMinci SPectneri t 5  15
Toe Working COM 64 E l  15
Dragon 32 Games Mosier ES IS
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Guide 1 1 . 1 0
OsbOrne User's Guide 1 1 2 1 1
The C Programming languageEIS SS
Stan' e FORTH ( 1 6 2 5

QUI CKSHOT
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MO DO RE  V I C- 2 0  &

64,  S P E CTRUM
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ONLY £10. 95

CON CHESS
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Intelligent
CHESS
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ESCORTER E 1 7 9 . 9 9
AMBASSADOR E 2 2 9 . 9 9
MONARCH £ 2 7 9 . 9 5

SOFTWARE
THE TOP SELLERS from

D )
American games for the U.K. market from

leading American software houses
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7 Atari tOisid 1 2 1 1 3
124 711HUMAN nesalmounto SOFTWARE

•1
?
a
p
h
i
c
s  
C
o
n
,  
6
4  
C
a
r
l  
i  
(
4
1
1
3

Carl' E 1 2 • 7 I
U M  6 4  ! U r n  1 3 1 . 1 1

•, "  n  E 3 2 . 1 1
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The TOP 50  from
MICRO DEALER UK

The best of British software from leading
British software houses
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TURN THE PAGE FOR MORE SUPER OFFERS FROM SPECTRUM



ATARI 800
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Fa nta st ic!
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,Now this proven and lasted machine has been upgraded to a  massive

e isx R AM  a nd its Still a l the  amazing L o w  once  of t2 9 9 .9 5  from
SPECTRUM. o's an ideal Home Micro tor graphics. educational and Per
sonal finance sic use it and it wit take you from learning up to a small bUSi
ness use You can add printers, program recorders disk drives and more
to expand your micro as and when you vea nt. t 0 wit your needs So you're
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SUPER . 9 5
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New!
ATARi 600XL

Arriving soon!

S P E CTRUM PRI CE C 1 5 9 . 9 9
ATR AI VC S GAM ES MA C H IN E

 With all these FRE E  extras
FREE PADDLES U FRE E  JO YSTI CKS •  FRE E  CO M-
BAT CARTRI DG E  •  FRE E  P AC-MAN CARTRI DG E

ALL FO R O NLY  £ 6 9 . 9 9

DRAGON
* i nc r e d i b l e %  intottioommotions

Va lue - I
g f o r -
% M o n e y ! "

S
a
n  
l
o
#

Exte nsive  f a ci l i t ie s in c lu d e
highly a d v a n c e d  c o l o u r
graphics. Powerful standard
32K R AM  e xp a n d a b le  to  6 4 K
Byt •s}. •  9  C o lo u r 5  re so lu -
tion D i s p l a y  •  E x t e n d e d
M icrosoft co lo u r  BAS I C  ( a s
standard) •  Ad va n ce d  so u n d
with octa ve s -2 5 5  tone s.

SPECTRUM  F AC T S
M e xlmum u se r R AM
2 9 , 8 7 9 Byt e s

Te xt Scre e n  I  x  3 2
High re so lu t ion  — 2 8 6  x 1 9 2
Casse tte  Le a d  I n c l u d e d
VI SC OU N T Te a ch yourse lf
Dragon Ba sic £ 8 . 9 5

CHECK WITH  YOUR LOCAL
SPECTRUM DEALER N OW FOR OUR

SUPER LOW PRICE
Plus a wide range of other  per ipherals & software for
DRAGON fr om  y our  local  S P E CTRUM  dea l e r  •S ee
our  S O FTWARE  pagel

4 4' w g
mg go mu go mg go AA la Wa to
At ta At ta Ag sit NA AA ,

ANN ta Aa NA ta sa tu AN

VISCOUNT 3 2 K R AM  PAC K E 3 9  9 5
SPECTRUM/TV SOUND UNIT
Control s o u n d  o f  y o u r  Z X • S p e ct r u m
thrOLIQO volume  control on T V o n l y  C 9 .9 5

Fuller
MASTER UNIT

Combine% a ll the features
Of both ORATOR and the
FULLER Box at the ;trn.az

ingly lose price
ONLY E54.95
O RATO R V O I CE

S Y NTHE S I S
FOR

ZX  S P E CTRUM
ONLY £39.95
THE  AMAZI NG
P ULLE R BO X

Features Proura mma ble
Sound. Jo yst ick C o n
troller. Cassette interface
8,,ep amplifier Thro Buss

Volume Control
ONLY £29.95

Fuller
FO 4 2  KEY-

BO ARD FO R
2 E 8 1

S P E CTRUM
ONLY £29.95

PRINTERS

EPSOM
Model R  X-80
Model FX 8 0  11DM11
Model R X-80 (OM/FT)
$ E I I C
O $ N AOP-1 0 0 A iO M M
GP-7 0 0 A Colour Printe r ( D WI )
GP
- 
1
0
0
V
C  
1
0
M
/
T
i

SM I T H  C OR ON A
Model I F -1  (OW/ F)
Oki MICROLINIE
Model 8 0  t DM/FT)
Model 8 2 A 1 DM /Fn
Model 9 2 P (0M/F11

OW [horsy Wheel OM Dot M inn. F I tiction
T Tractor Feed

ecitrum
zx SPE
C
TR
U
M

Just look at this fantastic range of add-
on goodies for the ZX  Spectrum!

ZX SPECTRUM
MODEM

Co O n tri l u l l .Cate  * O h  . , I t i v e

computers H a v e  N i t
access t o  the  PRESTEL
beta B a s e  v i a  y o u r
telephone. lo a d  software
from MICRONET 8 0 0  on
Prestel

ONLY £ 9 9 .9 5
PROTEK

JOYSTICK
INTERFACE

for ZX Spectr um

ONLY E 1 4 . 9 5
QUICKSHOT
Joysticks

ONLY £ 1 0 .9 5

E3 6 5 .8 5
E503_70
E342 7 0

E2 4 7 .2 5
E2 4 7 .2 5
E2 3 5 .7 5

E 3 9 9 .0 0

E2 5 9 , 9 0
E4 5 5 .4 0
E5 8 5 .3 5

This t op s el l ing mic ro  is  n o w av ai lable f rom
Spectrum in both 1 6 K and 4 8 K RAM.

SINCLAIR S I N C L A I R
ZX  S P E C T R U M  Z X  S P E C T R U M

1 6 K 4 8 K

£99 .95  £ 1 2 9 . 9 5
Spectrum C ompute r C e ntre s b a se  n o  conne ction ch a t
soever with  the  ZX-Spe ctrum Compute r manufactured by
Sin i
-
la ir  
R
e
s
e
a
r c
h  
L
t
d

DIGITAL
TRACER
from RD
Labs

Spe.ctrurn Com pute/ Cent/ea have no connection whatsoever  w i th  the l X 5 p  t r u r  i i m p  r •  manuiar tured by  S inc lat Re ta in
-
.

S P E CTRUM PRI CE  £ 5 5 . 5 0

S INCLAIR Z X - 8 1
with 16K RAM pack & One
piece of Software .
1 6ALL FOR ONLY 1 6 4 5
ZX-81 ACCESSORI ES
64K RAM PACK  . E 5 4 . 9 5
16K RAM Pack  . E 2 4 . 9 5

£ 3 9 . 9 5ZX Printer ...

MONITORS
COMMODORE  1701
with s o u n d  • £ 2 3 0 . 0 0
SANYO 1 4 "  Col our  TV
(ideal as  a
monit or)• • •  C 2 2 9 . 9 5
SANYO COO 3125N13
•
C
o
l
o
u
r  
M
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n
i
t
o
r  
E
2
8
5
.
3
5

SANYO 12"  Green
Moni tor   £ 2 2 9 . 9 5

THE PLUG
Ever had your micro crash on you when you
were in the muddle of a  complex program
because some other electrical appliance was
switched on and caused a power fluctualion?
THE P LUG  is designed especial ly to over -
come this problem only £ 1 4 .9 5

1



There's a Spectrum Centre near you • •
AVON

BATH S e a m  Pita 12 Yes
a i n  61676

EIREST01, Elevate C e n te l  LW
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1

C e p a *  12 Ahrw Si TEL IS A
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, 
4 1 1 4
1
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0 5
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LUTON Tug Mors 49 George St
TEL ,
0 5
1 2
,
n 2
6 1
• 1

BERKSHIRE
R IA D IN G Deld Seeders 8 Ton he
M tn TEL 11734
, 5 8 0 7 1 9WINDS OR e pe e s  Wow 41
Edwin e Coin TEL !07535' 1 7441

BUCKINGHAMSH IRE
CRE S NAll Reed MUM a May a
roepute, 1 1  gip Si TEL 6494 7133
7
7 CAMBRIDGESHIRE
CAIIIIIIRIDGE  6 P  Lid 12a Kings Parise
TEL ,0223
P E TE RBOROUGH Potentorougn
COneancemo 9
1 b l a n d  
R d
TEL , 0 733 4103T

CHANNEL ISLANDS
OU WIM M Y  Gnats 3-5 TN Palle S t
Fee Port TEL ,
1 4 1 1 .  
2 4 1 8 2
JERSEY l i i .  & emsolor Cteire

P m  Si Sr Meitor TEL 10534 74000

CHESHIRE
A Lnwitc H owl Mr Nano 78 High Si
•EL ISA .Phaee .061
, 7 2 8  
r 1 1 2  
$ 0 ,  
A l a

CREWE Menem Ilea 2 128 Hannah Rd
TEL 10770, 216014
Cl/E S TE R Delia Cempulors Lig
03 Boone TEL 0244 310399
MACCLESFIELD Cams I  Compri',
Dims I 8  II& IT TEL '36251 2'466
nownowecti ow. 4 Compute
Castro 3 Toon So TEL .0631
, 4 5 6 2 9STOCKPORT 919,4 Lid I  Len
iinietess TEL ,
0 6 1  
4 8 0  
3 4 3 6

WARRINGTON WIloss. I I I  &ridge SI
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WIDNE S  CAROM Car 111 Woe *  Rd
TEL 051.4212333
WILM S LOW Stet ot M o s e r  4-6 St
e e l  Para* TEL 0
,
6 2 5 1  
5 2 6 2 1 3CLEVELAND
IRDOLESSROUCIII IR 44444 & Br owe
▪  M e t a  led TEL 13642
, 2 4 8 3 4 6

CORNWALL
S t  AUS TE LL A I IC  Cemorters, Decay
nom 9,..ower Arias r So Te l 0  726i 64463

CUMBRIA
BARROW- IN. FURNE S S  Barre
Ciontor 04not 96 Chrch Si
TEL ,
0 2
2 9
1  
3
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3

CARLIS LE  r e  C onon She 66.58
Learnt St TEL 92211 27710
lonorramavon PD Hendren 15 Icing St
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DERBYSHIRE
A LFR ITON  Goren Hammel 11•
,
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0
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D E M Y  C T Electroott at Camel; Thorn
Tii Soot TEL .1332, 368466

DEVON
EX NOLETH Oe.o CNitne
, 3 0  T i e  
S i r e d ,
IF!. 039E2, 4408

P ALOM INO Divot Computers Si upper
lid TEL IC101331526303

DURHAM
D A R LIN GTON  McKenna & Bran,
102 Bontgato TEL .0325: 451744

ESSEX
B A S ILD ON  6441ron
, s  2 8  3 2  
E a s t  
W a l k

Toe Conte TEL 0250
, 2 1 9 3 7 9C H E LM S FOR D  Marlon Hayman L Id
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TEL 03755048
ILFOR D  Woottmes 16 Mood Lan
TEL , 01 478 1307 oolong $1.01L000lcrose Svc No44 Dame
309 High Rd TEL 4311506 1216

GLAMORGAN •
A B E R D A R E  is le  Computer Secedes L td
70 Msh SI Tho Souiro T r e r e .
TEL 0665, 881828

GLOUCESTERSHIRE
c w o u c l u r r u n  The Model Shoo 7141
Hortense SI TEL ,04521 410693

HAMPSHIRE
A LD E R S H OT Oval Seadods. 51 S lane
lid ILL  '0252: 20130
B A S IN C IS TOK I F r e e .  2-3 Mallet
Not TEL 10256122079
B OU R N E M OU TH  1. aarlovne Compeer
Canto. 5  isoitermersi Rd TEL .0202
, 2 0 1 6 5P OR ' r l iM OLITH  Compeer Corner 211
Commercial Rd TEL ' 0
7
0 6
,  8 3 3 9 3 8

PORTSMOUTIN WetselooreMe G
"c r e e d 7  D unn Prig TEL 10711141, 599 1
S OU TH A M P TON  A J  Porker S on Ltd

Falmouth Rd Woolens
TEL 0103  434137 1
WIN C H E S TE R  Winchester Cimino
Cellidelei Centre 75 Parchmeni S t
TEL 3962  53982 3 , 9
1
0 9 .
0 1 0
9
1

HEREFORD
H E R E FOR D  Malgris Hi Tech 4 9
Bread Sr TEL .0432, 275731

HERTFORDSHIRE
BO R E H A M  W O O D  N OW Micro
36 Shen*, lid TEL .011 953 6318
H A TFIE LD  lecureeld 2  Created Rd
TEL .07072164137
HE/EEL H EN STI AD  Fulme r L Id
Compiler & ElecincatOrscorent Canine
M  Markel So TEL 104421 5604-4
oorticonD Camera Arts N ic e  Compoter
theism, 61a airmatige Al
TIE ,E14671 59215
P OTTE R S  B A R  Ths Compeer Shop.
191 High St TEL 1E17071 44417
ST. ALBAN S (He fts) Clot ks We a n
Coen 14.'16 Hereon
III .  107271 52991
w r i n n i m m o t  0 J  Computes 11 Toe
So TEL 104301 65501
WA TFOR D  SAS Idiceirsilems Ltd I t
The Paolo align St TEL , 3923' 26611:•

HUMBERSIDE
O R I N I U Y 9  C A l i e n  La 2 * r o e *
rename Comte TEL ,
3 4 7 2 i  
4 2 o a lISLE OF MAN
D OU GLA S  T W a i v e  LII,
5761 victor* 31 TEl 3112413482

09.0.4)

KENT
C A N TE R B U R Y  hoc Micro Systems.
Colonel H u e  1 r Place St
TEL 13227] 50200
O R P I N G T O N  ENO ObnOOPO Ltd
29 S tem Sq Pens Wood TEL 3669 31471
M IS H A P &  * c r o w  CompetesLid ,
39 High St Mender Towns
TEL 06341378702

S E V E N OA K S  Ernest flatlet Compilers
Dorset St TEL 0732i 456100
S ITT IN GS OU R N E  Compilore Pius
65 High SI TEL 1119925677
TU N B R ID GE  W E L U I  Ilodala
Ceopeore Lid 2 8 3 7  St E rns 1
1
14
TEL 0697 4155F
,

LANCASHIRE
A c c o u N c r i o n  Pt, Computes, 384 Wier
St ILL 10254 36521.3251 1
BLACKM ON'S  Tome COapiners
9 gamely Rd TEL 0254 60551
!BURNLE Y  IMO Computer Centro 39 43
Standish St BBI I 11P TEL ! W U  1 54299
BU R Y  ( La nc s . '  Mot ro•Soorlh 7  STOO
TEL .0611797 5764
OLD H A M  Home & B4J5111111 C a n n e l
Ltd 6 4  Torldtme St TEL .0611 633 1606
I IR E S TON  Wings  49 Fishorgai
TEL ; 0 7 7 2
,
6 6 6 2 w
R OC H D A LE  Home I  BOMB ti Computes
tb Tukshire St TEl TRA

LEICESTERSHIRE
LE IC E S TE R  Younra 40  42 B o , .  Si
TEl 10533 i 544774
M ARKET HARBOROUGH Harbored*
Home Cootouteis 7  Chili S t
TElOR S 8 .  630U

LINCOLNSHIRE
GR A N TH A M  Oaklea Compulede Lid
121 OiO,, Rd 1
1
1
Ft 
1 0 4 / 0 ,  
I 6 9
9 4  
q 0 1
-
8 1

L IN C OLN  MOLD Computers. 24 Noonan'
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EC 2  D r e w Censer Coons. 166
Moonset TEL a t l a s  3331.1030
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8E0 Castlemest Ltd 1291 High Rd

TEL ;01.446 2280
N V I4  DI Imo Cana l.
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1 1 2  
B r o m  
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Henna TEL le n 202 22724/4
Just Oposeei

SE I  Vic Odle  8 6  London gdo Walk
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haw Illem TEL 1011859 1516
$ E  I 5 Caillesirst IN  152  Rye lane
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I W O  Chaise/ Maces U . .  14 Jordon Place
TEL ,0113050494
W I  Doran 4 Edina.* Ad
TEL ,  311 724 2373
W I  COMputors o1 Waimea Street
17 Wigmore St TEL ,111 4860373
W I  Sonic 9440 I  Were Cooler. 256
lattoolum Court Ad TEL 0 1
, 5 1 1 0  5 1 2 6W 3  Colormata Compeers 44 High St
Acton TEL 0 1  9 9 2  1611

W I  I  Elocirolisure 120 Polling H I Gate
TEL M r; 221 71129

MANCHESTER
GREATER

M A N C H E S TE R  Loma 101,0 Eschanp
Sr S t ILIO I SO TEL 1361; 932 6167
S WIN TON  Mr D m  Ltd 6 9  Perhogton
Lane TEL 1061 7282282
I l l ,  Nigh' Eddie

HY DE  Pate. 213.215 Marie St
TEL , 0611 366 5935
B OLTON  WMIng Ltd 23019115410
TEL 10214! 33512

WIGA N  Wilding LII., I l e u m s  Sr
TEL 13942: 44382
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5 2 5  1 7 1 2
s o u r m w o n ,  Cenral Colmolore 575
Lord S t TEL 107041 3081

MIDDLESEX
E D GWA R E  B r ue r  1 4  130 Hifi ST
TEL 0 1  952 7461 •8860
N A R R OW Caner/ Ails I Micro Compute
Teased 24 SI Inns  Rd TEL 0 1 i  427 5469
HAY E S  Chipstop 1000 Uxbridge 110
TEL I DTI 573 2511 13111109101091
TE D D IN c r r oN  Teddinghed C a in • Celtro
Broad Si TEL ,  31
, 0 7 7  
4 7 1 6
U X B R ID GE  JKL Comoolors Lid
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TH E TFOR D  t hotrmS C 1  e tr e .  21
W e n n  St TEL 0842.61645

NORTHANTS
NORTHAMPTON snit
Seems Ild 7 2  Itingstaorpe
TEE 116041 711740

-
,
s

NOTTINGHAMSHIRE
N OTTIN GH A M  Cameo Cronies
6 9  10 Trimly Walk TEL 100021 742617
N O T T I N G H A M  Basic, 39 41 Trent
Boulevard Went Bridgeord
TEL 0 6 3 2  R19713

NORTHERN IRELAND
BE LFAS T Arthur k e n  LEE 31011
wittbriaSt TEL ,  0232
, 2 4 6 3 3 6LON D ON D E R R Y  rete Compeer
Systems 39191109 St TEL .0504 266337

OXFORDSHIRE
ABINGDON tool hew comma
21 SW/ SI TEL .11236• 21207
E A N B U R Y  Compute Plos 2  Church Lane
TEL 102961 55891
HENLEY ONTINAMISFamilyCompflers
I tt 4 0 4  041131 TEL 1049112 5744
O X F O R D  In t POW, 1 SI Diets S•
TEL 0235 , 21207

SCOTLAND
A B E R D E E N  Nutt East Compere
1.3 Ellis 51 oelerheol TEE 1 0 7 7 9 1
7
9 9 0 0
D U M FR IE S  Ionises 71 togiish St
TEL ;03871 4547
E D IN B U R GH  I I I  S ena Contra 6  • 7
1111.0a St TE l ,
0 3 1 : .  
5 5 7  
4 5 4 6

a u k s o o w  lClot Morn* LId 340  Anrog
Si TEL 1041; 221 8958
H A M ILTON  Toro Dickse COedritere. 6.12
0100O0 SI TEL 10698 2133113
KILMARNOCK Meats 49 Tedepate
TEL ,115631 32175
' E M M A U S ,  kirkoiddy Pholoeiphic
%MOOS. 254E Hee St I d a
TEl ' 0 5 9 2  204714
m a m a  A Kilpalrat 56 Par
, S •TEL:101161 5532

SHROPSHIRE
S H R E WS S U R Y  Compete arna
13 C ulle n*  I I I  IA A

SOMERSET
TAUNTON Grays, I tit M os S
,TEL .0123 72186

STAFFORDSHIRE
STA FFOR D ,  C om pe r e .  59 104
-
940e S I
TEL 107151 41099
sToKE-ON-TREPIT Complete*.
11 Moreau S i , Arcade Hanley
TEL i01021 268620

SUFFOLK
BURY I T . EDMUNDS Bury Compeer
canu• I I  Guillhall S t TEL 102941 106172
FE LIX S TOWE  K 10 Commecalons Lid ,
.1 Manning Rd TEL 0394 , 211113 te 273459
IP S WIC H  Brainard. 24 Crown St
TEL 10473i 50965
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IASILESIERE 0441449re Cometes
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C A R D IFF Ronan Cu 7 2  Huth Si
Arcade TE l '02221 31960
w a w p o w r  ( Ov ie M I  Randal Coe, I S
Commercial SI TEL 10533, 97378
P R I M R O S E  Randall Coo 10 Mom
TEL 164: 666 2116
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SOON
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WEST MIDLANDS
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C OV E N TR Y  Conoary Micro Caere 33 Ear
Gostord SI TEL 10203i 58942
D U D LE Y  Compoter Wore 35 Dleccii
Promo TEL 0314 238169
WEST BROMWICH B&I & J01111
29 Oultee So TEL .021, 553 0820
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YORKSHIRE
"R A D F O R D  Ernes foto Sonic a les.
Riese So 11 1 ,0274. 309266
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Lauries• 12 N e e  Si TEL 104841 26334
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TEL • 0532, 45445 1

S P IE FFIE LD Snorer Systole Lid 178
Weil SI TEL 10742i 155005

S K IP TON  Lee II See 45 M imic Brun
TEL 0756 60071
Y ORK tdid Compiler Caney ? Stonier,
A de n TEL ,09041 141062

N E W  S P E C T R U M
MEMBERS

Check y o u r  a r e a  !he r e  I t .  m a ny
new S P E C TR U M  dea lers  tTtro,egh-
Out t h e  U . K .  S o  the r e  s a  g o o d
chance  the r e ' l l  b e  a  S P E C TR U M
Ceram near  your



FASTER WAY
TO LOAD
YOUR GAMES
MICROORWES

Spectrum owners who spend a
long time waiting for games to
load from casette can now buy
the long-awaited Microdrive

The unit, which is not a disc
drive as people first thought, is a
miniature high-speed cassette
recorder. The cassettes are o f
the endless loop variety and con-
tain around 20 feet of tape which
is less than 2mm wide.

There are no buttons on the
machine; you don't need to press
play or record. Control is handled
entirely by the Spectrum by use
of the red keywords under the
top row of keys.

Saving and loading programs
is much easier with a microdrive
than with cassettes To  save a
program y o u  t y p e  S A V E
•"m":1;"programname" wh e re
the :1, means save to  the fi rst
microdrive. The same formal is
used for load and verify. I f  the
programs are machine code then
you simply put CODE or SCREEN
on the end.

You can load your favourite
game much faster with a micro-
drive, and Adventure-type games
could b e  given a  whole n e w
lease of life with the mictodrive

Programs could be written in
more than one section with each
stage being loaded by microdnve
during the game I t  is possible to
store up to 100k on a cartridge
which could produce some really
massive adventures.

Although Sinclair have prom-
ised to release its official soft-
ware on Microdrive cartridge as
well as cassette this may cause
problems if  you have bought a
program on casette. You won't

• want to buy a microdrive copy and
A the  cassette will be  protected
• T h e  microdnves cost  E49.950

and you'll also need a ZX Inter-
!  face  a t  E29.95. One Spectrum

plus interface can handle up to
eight microdnves

G•A•M•E•SN•E•111/•S

JUST DROP
IN FOR
SOME ACTION
PARATROOPER

If any of your friends are in the
habit of dropping in unexpectedly
then you can always show them
Paratrooper
. Paratrooper a new game from
Rabbit Software, is loosely based
on space invaders but instead of
marauding aliens you are faced
with enemy helicopters laden
with soldiers. Your lob is to shoot

down the helicopters and the
parachutists who float down to
the ground

If you allow more than three
paratroops to reach the bottom
of the screen the will walk off
and return with a tank to destroy

yuur anti aircraft gun.
The game includes hi-res col-

or graphics, and I  am assured
that the game becomes ve ry
challenging in its later stages.

Paratrooper, f rom Harrow-
based Rabbit Software will be
available in early September for
the b a sic Spectrum cost ing
£5.95.

BOARD GAME
WORTH
CHECKING ON!
DRAINER

Computer draughts is the latest
offering fo r board games fans
with a  BBC B. I t  provides a
challenge to  both the  novice

• • •

and the "grandmaster
.. a l i k e .You can pit your wits against
the computer at any of nine skill
And speed response levels. But
lilts program is not satisfed with
simply being a patient opponent.

It will act as an umpire when
you want to play a human oppo-
nent. And it might give you a few
tips if you watch it play a game
against itself Other features in-
clude a  step by step replay o f
games and the ability to load and
save games on tape.

Draughts comes from Compu-
ter Concepts and runs on the
BBC B. It will be on sale in early
September and  w i l l  re ta il a t
E8.95

WHY JACK
HAS A
NEW DOUBLE
NAME GAME

When Imagine launcittHt the ir
alrgady popular Jumping Jack
game f o r the  Spectrum they
lumped into a bit of bother
. Sumlock Microware o f  Man-
chester were already selling a
game called Jusain
. J a c k  
f o r  
t h e

Vic-20. Although the games have
the same name they are totally
different in concept

Both companies had run sear-
ches a t  the Trade Marks Reg-
istry, but Sumlock did not regis-
ter the ir name. Nevertheless
Sumlock Microware have prior
rights to the name due to their
earlier use of the title.

In order to solve the problem
Imagine Software have agreed to
re-name th e ir game " L e g g e
when it goes into production for
use on other computers I t  is
currently being written fo r the
Atari 400-800

Sumlock Microware will con-
tine to  produce the ir program
Jumpin• Jack for the Vic 20 in
cluding a version for the CBM 64
and will shortly be rewriting it lot
other popular micros

They have also agreed that
Imagine can use the name Jump-
ing Jack for the Spectrum game
only
.



1  GAMES NEWS
BOLDLY GO
INTO REAL
DEEP SPACE
3-DEEP SPACE

As you've probably a lready
noticed this issue has a big bias
toward 301

3-Deep Space fo r the BBC
model B is the fi rst  o f a  new
generation o f  sophist ica ted
home computer games wh ich
have a true stereoscopic display.

Wearing your red-and-blue 3D
glasses, which are provided in
the software package — or on
the front o f th is magazine —
you'll see a space panorama
stretching deep into your TV.

In the foreground an avenue of
floating pyramids reaches Out to-
wards you. Beyond these, a
squadron o f starships stands
ready and back in the depths of
the screen hover a  jumble o f
lagged asteroids. And all this is
Just the static part of the display'

When the action starts, the
stereo effect o f  depth rea lly
springs to life, As well as being
able to control the up and down
movement at your own ship and
fire deadly laser beams across
the screen, the novel feature of
3-Deep Space is that you can
actually zoom your ship ono and
out of the screen.

But 3-Deep Space is not just a
game with a new gimmick, it 's
also a classic game in its own
right. For starters, you've got an
extra dimension to move in and
out of. Then you are assailed by
wave after wave of alien ships.

First comes a wave of Meteor
droneships, easy to hit but low
for scores. I f  you manage to
avoid crashing in to these, a
wave of high-scoring starcruis-
ers follows. There are four diffe-
rent ship types with their own
particular scores and as well as
having to avoid crashes, you
must stop alt the deadly Dragon
class ships from reaching your
edge ol the screen. To help you
in this task, you're provided with
four exterminator bombs - -  X

bombs for short — which can
wipe ou t  every a lien  o n  the
screen.

Survive th is wave  and you
gain a n  e x t ra  X -b o mb  b u t
another w a v e  o f  m e t e o r
droneships and then another
wave of starcruisers are on their
way to test your reflexes,

Programmed and designed by
Mike Singleton, who a lso de-
veloped the 3D games in  th is
issue, for Postern Personal Com-
puter Software, 3-Deep Space
may only be the first of a flood of
stereoscopic games to  h it  the
micro shops but it  will certainly
take some beating.

RIDE THAT
OSTRICH
INTO BATTLE
JOUST

Can you face the challenge o f
jousting with  the King's cham-
pion?

This joust is  a  copy o f  the
arcade game of the same name.
And i f  you've played i t  you 'll
know that you ride an ostrich and
battle against the opposing vul-
tures. Try to kill them with your
lance, but even when they are
dropping from the skies as a final
gesture a dying vulture will drop
an egg to the ground or into the

swamp. These eggs must be
destroyed quickly or a new vul-
ture will hatch out.

With n ine skill levels the
game will be able to cater for
the beginner or the best in the
land. The game fo r the 16k
Spectrum is  pure machine
code and has hi-res colour
graphics.

Rabbit, the  makers, say
that Joust is one of their new
generation o f  co mp u t e r
games that are much more
sophisticated, complex and

challenging.
Joust will be available from

Rabbit Software, the North Lon-
don-based company, in  ea rly

September when you can
test out their claims for E5.95.FIND THE

3  DOCTOR
AND RUN!
ESCAPE

In their bicito become the top
software suppliers for the BBC
machine, M i c r o  P o we r o f
Leeds have announced three
new games —  and a ll are a
departure from the tried and
tested shoot-em up.

Escape f r o m  Mo o n b a se
Alpha i s  a  f a s t
paced adventure with

3D graphics, from the author of
the much acclaimed Killer Goril-
la. As in all adventure games you
must collect treasure — but the
main object of your mission is to
rescue the lost Doctor and get
oft the base. But there's much
more to the game than we can
tell you here.

Also available i n  th e  co m-
pany's Program Power range are
Demon Decorator, a n  Arnidar-
style arcade game, and Danger
UXB in which the player has to
defuse TNT t ime bombs while
avoiding other deadly dangers.
All three games need 32k and
cost El 95 including VAT

THE LOST
TREASURES OF
THE PYRAMIDS
TUTANWHAM

A boy's best friend is his Win -
n e  —  unless it 's chasing h im
through a pyramid. You are stalk-
ing through the maze-like interior
of a  pyramid looking fo r loo t
when you are suddenly set upon
by man-eating spiders and killer-
mummies.

Tutankham is a Pac-Man type
game with  a  slight difference.
There a re  about 100 different
mazes to get through, each one
becoming more difficult as you
strive t o  co llect  t h e  ancient
treasures and avoid the baddies.

To break into a new maze you
have t o  p ick  u p  keys wh ich
appear a t  random and insert
them in a door at the edge of the
maze. Once in  your new maze
the monsters appear from behind
a smoke screen.

Your only protection is a gun
which unfortunately w i l l  o n ly
shoot horizontally — so watch
out fo r baddies bearing down
upon you. Should you get cor-
nered you have one last device.
Use your smart bomb and exter-
minate the lot of them.

Tutankham is controlled either
by keyboard o r joystick and is
available f r o m  Surrey-based
Micromania for the 48k Spectrum
at f5.95



Which home computer gives
you so much software for so little?

Entertainment for all:
Video Chess i  34.95
Munchman 1 2 9 . 9 5
Parsec (Optional Speech) 29.95
Othello 1 : 2 4 . 9 5
Tunnels of Doom 1 2 4 9 5
Adventure Cartridge 1 2 4 .9 5
Additional Adiennire Games:

all at /14.95
Adventure Land
Mission Impossible
Voodoo Castle
The Count
Strange Odyssey
Mystery Fun House
Pyramid of Doom
Ghost Town
Savage Island
Golden Voyage

Airliner
(Optional Speech)

Ti Invaders
Car War,
Chisholm Trail
Hustle
Tombstone City
Connect Four
Video Games!
Hi int The VAimptis
Five-A-Side Simi
,Arna:ing
Artack
Blasto
Blackjack & Poker
Zero Zap
Oldies But Goodies I
Oldies But Goodies 2
Market Simulation

Educational:
Fark Reading

1:24.95
119.95
119.95
09.95
1:14.95
114.95
/14.95
04.95
£14.95
04.95
1495

114.95
111.95
111.95
/11.95
111.95
111.95
111.95
01.95

All branches of:
Argos. D i x o n s ,
Greens of Debenhants,
John Lewis. Rumbelows,

Zappo,
Major branches of:
Asda, Bin
-
s, 
C o m
p u t e
r s  
t o
r  
A l
l .

CO-011Curry's.Fine Fare, Kens,
Photomarket, Rymans,
Spc, t rum, Telehision.
And at:
ABC Computers-Si Austell
Akhter -Harlow
Anglia Audio - Bedford
Anglia Sound - Stevenage
Audio Marketing- London
Audio Vision - Faversh;im
Bagnall -Stafford

20 COMPUTER & VIDEO GAMES

Music Maker 1 2 9 . 9 5
Alligator Mix 1 2 4 . 9 5
Alien Addition / 2 4 . 9 5
Demolition Division 1 2 4 9 5
Dragon Mix 1 2 4 . 9 5
Minus Mission 1 2 4 . 9 5
Meteor Multiplication E2495
Touch Typing Tutor / 2 4 . 9 5
Addition Subrractim I 0 9 .9 5
Addition Subtraction 2 1:19,95
Multiplication 1 1 9 . 9 5
Division 1 1 9 . 9 5
Numeration 1 0 9 . 9 5
Numeration 2 1 1 9 . 9 5
Early Learning Fun 0 4 . 9 5
Beginning Grammar 0 4 . 9 5
Number Magi, 1 1 4 . 9 5
Hangman 1 1 1 9 5
Teach Yourself Extended

BASIC 1 1 1 . 9 5
Beginners BASIC Tutor 1 9 9 5
Home Organisation:
Personal Record Keeping 139.95
Personal Report

Home Budget 1 2 4 . 9 5  l.19.95
Generator

I tome Financial
Decisions 1 2 . 4 1 . 9 5

Personal Financial Aids 0 1 ,9 5
Other Applications:
Inventory 1 8 5 . 9 5
Invoicing / 8 5 . 9 5
Mailing I ast 1 8 5 . 9 5
TI Writer

(Word Processing) 1 8 5 .9 5
Multiplan (Spread

Sheet Program) E 8 5 . 9 5
Statistics E 5 4 . 9 5
Temanal Enuilator 1 4 9 . 9 5
Maths Routine Library /29 .95
Electrical Engineering

17095 L i b r a r y  1 2 9 . 9 5

Graphing Package
Structural Engineering

Library
.Programming Aids 2

Programming Aids 3
Speech Editor
Programming Aids 1
Programming Languages:
l'AS( :AL Editor
PASCAL Linker
Extended BASIC
TI Logo
Editor/ Assembler
Mini Memory
PASCAL Compiler
A.S.K. Applied Systems
Knowledge:
Hide and Seek
Number Oulper
Collins-Educational:
-
I
I
-
9
9
/
4
A 
S
t
a
r
t
e
r  
P
a
c
k  
1

TI-99/4A Starter Pack 2
TI-99/4A Game Writer

Pack 1
II-99/4A Game Writer

Pack 2
(.1.1eSS LeAriler Pack
Record Keeper Pack
Ivan Berg Software:
Maths Tester I
Maths Tester
Physics Testa
Cheniistry Tester
Biology Tester
Human Biology Tester
Bond Associates:
Etsvc.iic
Little Genius Ltd:
Scrabble

Turn the page and see
the unbeatable.

129.95

E29.95
E19.9
119.95

111.95

1;99.95
179.95
169.95
/69.95
169.95
1:69.95
159,95

t.h.a.
t.b.a.

19.95

1.9.95

1.9.9
19.95

19,95
19.9
-
5
1995

19.95
/995

E
4
9
•
9  
5

' 4
5

And is available at all these dealers?
, , , , , , ,  Rugby M I C R I  VAllic Amersitaiii, Bii,
-c ombined Trading- Hatheld M i c Ish i re s  - Crewe
Computer Supermarket - M i l t : q u i p  -GIN icester

Manchester O E M  Computers -- Rtigby
Conon TV - Peterborough P a r c o  Electronics - 1-1,nlitoll
Dean and Son - London R M . '  - London
Delta Electronics - London R o b o x -  Glasgow •
Densham Compacts - Pot }le S c i e n c e  Studio - Oxford
Desk Aids -Sotithampton S e l f r i d g e s  - London
Dodar - Ashton S t a r  Trek Video- Wigan
Fenwicks - Newcastle T o y  and Hobby- Wigan
Galaxy Video- Maidstone U n i V e N a l  WirehOUSC
- R e a d i n gHa mleys - London V i d e o  Palace - London
I larrods - London V i s i o n  Store -Kingston
Heifers -Cambridge W e l w y n  Dept. Store -
I lyman Coniputers - Manchest cr W C I w y n
Landau -Sutton A n d  many other leading
Lion House-London t .  :omp 'ter Stores.

MICROSELL

C,.)

g 3 g ia m•00

CD
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MICROSELL". C&VG, 8 HERBAL HILL, LONDON ECIR 5JB.

SNOLLION00



PREHISTORIC
GAMES FROM
THE USA!
QUEST FOR TIRES

Californian company Sierra-on-
Line are developing a series of
games based on the characters
from the cartoon strips -
B . C .
-
and the "Wizard of Id" created
by award winning cartoonist
Johnny Hart

The first of the planned series
of games and educational soft-
ware is called Guest for Tires,
and i t stars Thor, who zips

-4)

0 0 0 0   sV

through the world of B.C. on his
prehistoric unicycle. Thor has to
rescue h is girlfriend, the Cute
Chick, from the claws of a fierce
pterodactyl. But fi rst he has to
make it through 30 screens.

The games will be available
within the next 18 months for the
Atari, Apple, Commodore 64 and
the ColecoVision. Quest for Tires
wi l l  b e  a va ila b le  f o r  these
machines by Christmas in  the
U.S. but as yet there is  no in -
formation about their release in
this country.

The games ut ilise  a  unique
computer graphic system which
creates sophisticated cartoon
quality animation.

ALICE JOINS
THE VMS!
ALICE IN VIDEOLAND

We've already told you about the show
stopping graphics featured on  Audioge-
nic's soon to be released disc-based game
for the Commodore 54 Alice in Videoland.
Well now we've got hold of some exclusive
screen shots from this stunning graphic
fantasy thanks to our friends at Audiogenic
in Reading. You'll not see them in any other

Alice, which is currently being program
magazine.
med in Los Angeles, is expected in this country
during September. I t  breaks new ground in
graphic quality— as you can see in these shots
from the game. The characters from the Alice
stories illustrated in the game rival those origin-
al drawings found in  the books. The back-
grounds are pretty good too!

As for the game we can't really tell you much
about it  yet. Suffice to  say that one o f  the

Ware
„064; I

•

One of the marvellous displays in Audiugenic's new game.

screens has Alice crashing down the rabbits'
hole — you have to stop her hitting the sides of
the long tunnel.

Prices have yet to be confirmed but you'll be
unlikely to find Alice in the shops for under £30.
CAVG will be first to bring you more details of
the game when we  get them — just like we
were first with these great screen shots?

Remember C&VG is always fi rst  with  the
news!

After the cartoonist draws his
character the drawing is placed
on a bit pad and traced with a
light pen. The image is  then
projected on  to  a  screen b y
digital code. Th is a llo ws the
programmer to see what the
game lo o ks l ike  before i t  is
programmed.

Colours are added with  the
light pen and then the back-
ground is drawn in. The image is
then put into the computer and
programmed to move. Creator of
the B.C. strips, Johnny Hart is
reported to  be very impressed
with  the wa y h is  characters
have been transferred to compu-
ter graphics.

TED MEETS
A SLIPPERY
CUSTOMER
TEDDY

II you go down to  the woods
today you'll get a big surprise. All
the Teddy-Bears will be ignoring
their packed lunches and playing
the latest maze game'

Teddy brings a  whole n e w
dimension to  the Teddy-Bear's
picnic. Before the bears can sit
down to  enjoy the ir grub the
bravest of the bunch has to clear
the forest of bear-eating snakes.

The screen  displays trees,
flowers and a  lake forming a
maze through wh ich  the bear
must chase the snakes. They can
only be caught by their tails —
the other end has a  habit o f
eating Teddies, so handle with
care.

Teddy runs on the Vic-20 and
comes from Audiogenic of Read-
ing at E7.95.

Also new from Audiogenic this
month is  a  game called Road
Toad, which as you've probably
already guessed i s  a  Frogger
style game — but this time it's for
the new Commodore 64.

The Toad has to cross a busy
road to reach his home. The first
half is a highway similar to the
regular Frogger game —  the
Toad has to avoid traffic coming
from both directions

The centre lane of the road is
a safe area for our warty friend
— safe that is  until an ambu-
lance, police car or fire engine
roars along on a mercy mission.

Once across the lirst lane the
Toad game takes a new twist. He
must get across the next part of
the highway by lumping on top of
passing cars. Road Toad will set
you back E8.95.

Also fo r the 64 from Audio-
genic is  a  wo rd  game called
Word Feud. You have to find the
hidden word hidden by the com-
puter among a host of other de-
coy words and letters. Take on
the computer o r play a  friend,
Word Feud also costs 1815





The unbeatable
TI Home Computer.

It's all the computers your
family will ever need.

Buying a home computer is something
you have to get right first time. It's too
late when you've got one to find it
won't take plug-in software. Or can't
be programmed without an expensive
accessory

The T-1 Home Computer is a
real computer system

The TI Home Computer has got the
memory power you might expect
from more expensive computers, built
in. At its heart is a powerful TMS 9900
16-BIT Micmprocessot Most other
home computers have only an 8-BIT
And you can expand the memory
fromi6K of RAM up to 52K.

The total memory capacity is
114K Bytes.

A wide range of
software for everyone

Another feature that makes the Ti
system so powerful, yet so easy to use
is Solid State Software. These plug-
in cartridges cover everything from
space games like Parsec' to teaching
maths, managing home finances and
composing music. And the range is
getting wider all the time.

It even has what
professionals look for in

a home computer
CPU: IMS 9900 to-BIT. plus 256-byte
Scratchpad RAM.
Memory: Total 114K bytes; 26K bytes
ROM internal; up to 36K ROM cartridges
external; I6K built-in RAM expandable to
52K bytes.
Keyboard:48 Key QWERTY. alpha lock,
function key auto repeat.
Sound: 5 octaves, 3 sonuitancous tones,
mils,. tone,
Colour: 16 forwround and background.
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Interfaces: Cassette, TV, 2 joysticks,
main peripheral port.

tt"itntart, I 4 .
1 1 n4 ,  
I n s !  
r u r g i
e r u t ,

More than one
programming language

The standard programming language,
TI BASIC, is built into your Ti
Home Computer so you can begin
programming right away. But there's
an expanded range of optional
languages like Extended BASIC, TI
Logo, USCD-Pascal, TI FORTH and
Assembler.

With these you can fully expand
your programming skills.

A wide range of peripherals
Most computers lose a lot of memory
when you add peripherals. The TI
Home Computer is different. Every
peripheral comes with its own built-in
programs to keep the loss of memoryto a minimum.

The convenient Peripheral
Expansion System houses up to eight
peripherals. Additional hardware
cards simply plug in. You can even add
a complete Floppy Disk Memory
System.

The peripherals include memory
expansion, RS232 Interface, P-Code
card and more. There's also a
sophisticated matrix printer and Solid
State Speech' synthesizer which
you can use with your own T1BASIC
programs.

A lot more for no more
The Ti Home Computer gives you so
much more without costing more.
At today's price it's exceptional
value. Take your family round
to try one. !I you never try
it you'll never know what
you're missing.

TEXASINSTRUMENTS
Creating useful products

and services for you.



JET PAC

JET-PAC
(Ulitmate)

SPACER RAIDER
(Psion)

ARCADIA
(Imagine)

'ATARI 4
_ _ _ - -
- I

DONKEY KONG
(Atari)

WACKY WAITERS
(Imagine)

OIX
(Atari) 2FLIGHT-SIMULATION

(Psion)
FLIGHT SIMULATION

(Psion)
ZAXXON
(DataSott A

14
MANIC MINER

(Bug Byte)
ESPIONAGE ISLAND

(Sinclair)
COSMIADS
(Bug Byte)

FOOTBALL MANAGER
(Addictive Games)

DEFENDER
(Ouicksilva) _

COSMIC CRUNCH
(Commodore)

DEFENDER
(Atari)

im
0

HORACE AND THE SPIDERS
(Melbourne HouseiPsion)

FOOTBALL MANAGER
(Addictive Games)

CATCHA SNATCHA
(Imagine)

PAC-MAN
(Atari) 5

AH DIDDLIMS!
(Imagine)

FANTASY GAMES
(Sinclair)

PANIC
(Bug Byte)

CENTIPEDE
(Atari) G,

TRANZ-AM
(Ultimate)

SCRAMBLE
(Ouicksilva)

KRAZY KONG
(Interceptor)

DIG-DUG
(Atari) 7

TRANSYLVANIAN TOWER
(Richard Shepherd)

AVENGER
(Abacus) .. SKY HAWK

(Ouicksilva)

AMOK
(Audiogenic)

THE COUNT
(Commodore)

MINER 2049er
(Big Five) 8

GALAXIANS
(Atari)

MISSILE COMMAND

(Atari) 1
1
9

CHESS
(Psion)

NIGHT GUNNER
(Digital Integration)
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PENETRATOR
House)

10 GAMES FOR 1K
(J. K. Greve)

1. Mr R. Golding, Essex, — 3,191,205
2. PAark Dracidord, Essex,
914,705
3. David Barlett, West Yorks, —
857,320
4. Gerard Friel, Cfydationk, —
760,135
5. Andrbew Fitter, London,
880,450

PLANETOID
1. Keith Downer, Surrey, — 479,775
2. len Cook, Essex, — 434,700
3. Mat Newman, Bucks, — 428,300
4. Ben Glover, Norfolk — 383,000
5. Ian Stabbings, Bedford, —
204,975

MANIC MINER
1. tee Cawley, Manchester,

245
2. Sknon Clark, lierts, — 26,480
3. Paul Hamshere, Scarborough, —
17,088

ARCADIA
1. James Tat, Berks, — 275,553
2. Graham Lawrence, Maidenhead,
— 271,196
3. Paul Gilbert, Nottingham, 253,034
4. Neil Morgan, Barks, — 101,487
5. J. Blackburn, Newcastle-Upon-
Tyne, — 65,480

VIOLENT UNIVERSE

3. Steve Edwards, Manchester —
35,100.
4. Ian Gerald, Dorset, — 28,9M.
5. Martyn Cowburn, N. Yorks —
21,931.

r  H A L L  OF FAME

I
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1 at the game . . . .  1
: Name     1
I Address

Tel:

39,283.1. 0. Keerells, Birmingham, —  I  Witness' name
2. David Baxter, Lanarkshire, —
38,311.
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THOSE ALIENS
JUST NEVER
GIVE UP!
INTERDICTOR

Flying through the  galaxy you
find yourself under attack from a
wave of murderous aliens. Not
again you cry!

Armed with photon torpedoes
and lasers you launch into battle.
Take aim carefully — your lasers
will score immediate hits but the
photon torpedoes have t o  b e
fired ahead of the moving target
to destroy an alien.

In this space action simulation
game you are a sub-lieutenant in
control of a spaceship travelling
from starbase t o  sta rb a se
throughout the galaxy.

You have a video screen on
the bridge and you can see just
what is  going o n  outside the
spacecraft. The screen is  su r
rounded by control panels and
instruments.

The aim o f  the game is  to
successfully fi g h t  o f f  a l ie n
attacks and safely dock with a
starbase to refuel. At each star-
base your rank is evaluated and
if you were successful you may
be promoted. The highest rank to
be gained is Commodore.

It isn't as easy as it sounds as
when you reach the locale of a
starbase your spaceship has to
be manoeuvred through a tunnel
— the only way to get through
the starbase's protective shields
unscathed

Should you deviate from the
tunnel, the starbase's lasers will

probably blow you up. You'll be
demoted for losing a ship!

Interdictor P i l o t ,  f r o m
Molimerx of Sussex, comes com-
plete with  a  flight manual and
has keyboard control. It is avail-
able for the IRS-SO Models 1 and
3 and for the Video Genie Models
1 and 2 on cassette at E13.00 and
disc at f15.50-+ VAT.

Also available from Mo linters
is Airbus, a  sophisticated fl ight
simulation game. This is  avail-
able for the IRS 80 Models 1 and
3 and the Video Genie Models 1
and 2 on disc at E17 00 plus VAT

BEWARE THE
KAMIKAZE
SPIDERS. . .
PYRAMID

Take the plunge and explore the
mysterious chambers of an un-
known pyramid.

While taking an early morning
ride in your space capsule you
find yourself hovering over the
top of a pyramid_ Suddenly you
notice an entrance and, in a fit of
madness, you decide to explore'

But aliens lurking in the cham
bers o f  the pyramid don't take
kindly to  intruders. You will be
set-upon by baddies o f  every
conceivable shape and form, in
eluding monstrous flapping bats
and horrible spiders_ Watch out
as they try a kamikaze leap, kill-
ing themselves as they fly and
Jump onto you!

The aim of Pyramid is to reach
the inner sanctum and find the
nature o f the treasure and the
name o f  the long-dead queen
buried there.

This isn't as easy as it sounds
with 15 levels to the pyramid, up
to 60 types of aliens to zap and
120 chambers to get through. To
make your journey even harder,
the inner sanctum can only be
reached by one of many differem
routes,

Pyramid i s  ava ilab le  f ro m
Gloucester-based Fantasy Soft
ware Ltd, formerly Guest Micro•
software, for the 48k Spectrum at
£5.50
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MANIC WINNER!
Why i s  th is man  smiling?
He's just  become the  fi rst
person to discover the secret
of Manic Miner that's all! Jim
Wills completed all twenty
screens of Bug Byte's latest
offering f o r the 48k Spec-
trum.

Jim, pictured here, had
only completed 15 screens of
the massive game. Then he
read our review in M G  and
learned ot the prize on offer
for the fi rst person to  com-
plete the game. He dug out
his cassette again  an d
finished the remaining five
screens in  just one after-
noon!

Jim will win a new colour
TV to use with his Spectrum,
and you should be able to
catch him at this year's Per-
sonal Computer World Show
where he'll be displaying his
talents and offering a chal-
lenge to other Manic Miner
freaks.

If YOU have completed the
game then you should send
details to Bug Byte in Liver-
pool. Tell them your name,
address, phone number and
score. And don't forget to tell
them the secret!

You'll be invited to play
again to prove that you really
can finish the game, and
there will be prizes for the
fastest players. The pres-
entation should take place
around Christmas l i m e .
Meanwhile, does anyone out
there know how to get past
the Mutant Telephones?

CRUSTACEANS
LURK IN
OUTER SPACE
LUNA CRABS

Luna Crabs and Haunted Hedges
are two  new 3D-style arcade
games for the Spectrum.

These two all-machine code
games are carefully constructed
to achieve the correct 3D pers•
pective and push the Spectrum's
graphics capabilities to the limit,
according to the manufacturers
Micromega.

Luna Crabs re tu rns to  the
essential simplicity of the classic
arcade games. The crabs behave
semi-intelligently, swarming and
bunching in  changing patterns,
and hiding behind h ills to  re -
emerge at unexpected intervals.
The patterns are reset for each
round, so the player cannot learn
how to beat the computer The
photon bolts used to  blast the
crabs are steerable so you have
more chance to  h it  a  moving
target

Haunted Hedges is a new ver
sion of the most popular arcade
concept of all — the maze chase.
The features include fu ll 3 -D
visual effects.

An animated figure with arms
and legs moving as it chases and
is chased around the maze.

The intelligence level o f  the
ghosts is included as a variable
the player can set.

Full instructions are included
on screen, and again the con-
trols have been simplified. A fea-
ture of the programming is that
the player can chose which keys
suit him best to control the action
at the start of the game

•



FOR YOUri 0
EYES OP 4LY

All ola sudden everyone wants to be a computer
store. Micros seem to be sprouting up everywhere.
Chemists. Newsagents, they're all trying their hand.
All trying to cash in. What a game!

The question is, do you really believe that the
store that sells you shampoo and toothpaste or perhaps
your morning paper and childrens sweets is really the
store that knows the most about micros?

In all branches of Laskys you'll find Micropoint,
our specialist micro computer department. And at
Micropoint centres, you'll find an amazing choice of
computers, peripherals and software programs, expert
technical knowledge, and test play and comparison

26 COMPUTER & VIDEO GAMES
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facilities. You can select the system that meets your
needs for today and for the future.

Micropoint at Laskys sells the very best micro-
computer equipment at some of the best prices on the
market.. Unfortunately you'll have to go somewhere
else for your shampoo.

Use your micro for virtually anything.
Household accounts, car expenses, remembering
birthdays and anniversaries, learning foreign
languages. And, of course, games.

At Micropoint you'll find a fantastic range of
programs covering just about every computer activity
imaginable.



....and the games
people play.
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ATARI 800 48K Inc. Basic
NOW E274.95

PLUS BRITAINS BEST PRICES
ON THE REST OF THE EXCITING
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ET2 99
E211 50
E25
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BBC
THE BIGGEST RANGE OF BBC
MICRO COMPUTERS AND
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.' „N  2 1, 200K i413010 E 5 1 4  95
_ANON 2 .  4001K 180010 E 6 9 9  95
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NC DOS I T
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ZX SPECTRUM
Special Wilding Scoop Prices!

16K NOW E94.95
411K NOIN E124.95

OTHER SINCLAIR OFFERS
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COMPREHENSIVE
SOFTWARE LISTS
AVAILABLE. SEND

LARGE S.A.E.
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•Ioe are not a 'Casn d1116airy uwratioi
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class serwce We otter instant credit tacilitieS to callerS who have a current cheque
or aeclit card and we take Visa Access. Creditcharge and Spectrum Cards without
surcharge All mail order to Wigan please credit card holders 9mply phone your
card number tor prompt despatch
ALL PRICES INCLUDE VAT
Prices correct at time of qorog to press but sublect
to criange w it M i l  rloTite E  &  0  E
All Mall Order enquiries to Wigan
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Unless you can already write software
programs. the usefulness of a home
computer is governed, to a great extent,
not by its power but by the software
available.

After all what's the use of a very large
memory it you can't use it properly?

So at Dragon we not only took great
care when designing the actual computer.
we also made sure that the people who
designed the software took equal care.

By using only top writers, and by giving
them subjects of interest to you, we

Some new
hoops for the Dragon

to jump through..

managed to produce some of the very best
programs around, •

Take, for example, the Cyrus Chess
program. Designed by a grand master
it. not surprisingly, won the accolade of
Microcomputer Chess Champion.

Ot course you don't have to be a grand
master to play it. but. on level nine. you
do need to be one to beat it.

Mind you. that j u s t one of nearly a
hundred Dragon software titles available
and, though they're all fun. they're certainly
not all games.

Mere are programs that can teach your
children spelling and mathematics.

Another can teach you how to type.
And, although some of our other titles

are displayed above, the best way of
seeing our full range of software isn't by
looking at this ad.

It's by going down to your local Dragon
stockist,

DRA O N



The Pinball Owners' Association
have just completed their annual
poll of members to discover the
top pinball machine of 1983. It's a
good indication of the playability
of the various pin-tables as the
average p in b a l l  associa t ion
member spends a  lo t  o f  t ime
hitting those silver balls around
in arcades all over the country.

Three machines we re  wa y
above the  rest  o f  the  bunch
when it  came to totting up the
final votes. And this year Wil-
liams' Black Knight took the top
spot f rom Flash, another Wil-
liams-made machine.

That means the Knight has
taken over the prime position as
THE modern classic pin-table —
according to the POA anyway.

Black Knight was first let loose
on the arcade scene in 1981, and
most o f  the top 30 machines
were made after 1982. The POA
reckon that this is because many
recent machines are scarce and
members just don't get to play
them.

So you'll have to wait to see
how the games we've been writ-
ing about in  th is column fare
among t h e  o ld e r mach ines.
Meanwhile here's the POA's top
five:
1st. Black Knight, Williams
2nd. Flash, Williams.
3rd, Eight Ball Deluxe, Bally,
4th. Haunted House, Gottlieb.
5th. Centaur, Bally.

Although Williams have taken
the top two places in the chart.
Bally are the overall top manu-
facturer with the largest number
of machines in the top 30.

If you're a pinball fan then you
must rush out and place an order
for the Computer and Video
Games Yearbook 1983. There is a

;  whole page given over to the art
of playing and collecting p m-
tables. Plus some n ice photo-

• graphs o f  s o m e  v i n t a g e
I  machines. I t  should be in  the

shops in  t ime  fo r Christmas.
Don't miss it.

30 COMPUTER & VIDEO GAMES

RCA!)
AN AWESOME ALIENS ATTACK!
The fate of the earth hangs in the
balance. The aliens are massing
in th e  heavens f o r  t h e  fi na l
attack. Only you stand between
them and their conquest of our
planet!

Raiders is  the name o f  th is
latest game from Century Elec-
tronics, manufacturers o f  t h e
Century Video System wh ich
allows arcade owners to switch
games almost instantly —  but
more about that later. Now, on
with the game!

The final attack for the con-
quest of earth is about to begin.-
and players are informed of this
by the sound effects which are
extremely good throughout the
game. By pressing a red button
the player obtains printed in -
structions on how to play.

•

You protect four Earth Bases
with a  Rocket sh ip  f ro m the
attacking waves of aliens. You do
this by moving the rocket ship,
using a Joystick, above the Earth
Bases attempting t o  destroy
aliens and avoiding the ir mis-
siles.

There are eight aliens and you
score 250 points fo r each one
destroyed. I f  the aliens destroy
all four Earth Bases then the

The latest arcade fantasy from
Atari plunges the player head-on
into the world of Luke Skywalker
and his friends.

Star Wars, probably the most
phenomenal mo v ie  enterta in-
ment in  recent years has ex•
ploded on to the arcade scene.

The force of the powerful new
video game assaults th e  im•
agination visually with  graphic
simulation and special features
that include music and dialogue
created from the movie.

The player becomes Luke Sky-
walker at the controls of an X-
Wing fighter and enters into the

player is unable to contine to the
next phase and there a re  16
phases to get through before the
final phase. There is a time limit
for each phase and if the player
is too slow then the Rocket Ship
starts rising, the aliens sneak in
behind and  destroy the  Earth
Bases.

In t h e  ...ifirst phase  a lie n s

appear a s  b lue winged cre a -
tures, but each phase has diffe-
rent alien attackers.

% I f  you manage to destroy a ll
eight aliens before the four Earth
gases a re  destroyed then you
rapidly pass o n  t o  t h e  n e xt
phase. When an Earth Base is
destroyed the player can con-
tinue from that stage of the game
with t h e  remaining bases b y
pressing a  button with in  fi ve
seconds. It he fails to do so he
returns to the start of the
game. You have a red but-
ton to  fi re  laser and a  green
button to drop bombs.

I found it almost impossible at
first to get past the first phase.

However, b y  ignoring t h e
aliens and concentrating instead
upon dodging the missiles and by

NOW THE FORCE IS WITH YOU!
STAR WARS

epic confrontation wi t h  Darth
Vader and other Galactic Empire
agents. He commences battle by
selecting a  Death Star level —
ranging from easy to hard.

Once he  has rid  himself o f
Empire fighters, th e  p layer i s
suddenly confronted b y  Death
Star which looms ahead on the
screen. He flies in towards the
surface of the planet and discov-
ers a battlefield of laser towers
and bunkers. •

If he can manoeuvre through
this heavily armed field, the play-

keeping my laser finger glued to
the fire button I eventually man-
aged to pass through the various
stages.

The final stage is  the most
interesting and testing of them
all. A  space ship moves across
the screen. I t  has three firing
positions, each blasting missiles
into the star clustered atmos-
phere. You have to avoid these
missiles wh i le  attempting t o
bomb each o f  the three firing
positions. I never managed it.

The difficulty is in manouver-
ing your cra ft  to  line up your

bomb sight before pressing
the bomb button. Each time

I managed to get close I
was destroyed by an alien
missile!

But that 's wh a t  made th e
game so exciting and absorbing.
The video aliens won every time!

An additional points score r
whilst fighting off the aliens in
the various stages is to dock the
space ship to a  docking drum
Success in this manouvre gains
5,000 points.

The Century Video System,
which a l lo ws  in sta n t  g a me
changes and is so flexible that
virtually any game or novel effect
can be incorporated, uses inex-
pensive clip-on modules about
the size of a paperback book for
each game.

er can commence his attack run
and attempt to blow up the Death
Star by firing one shot into a tiny
exhaust port — just as in the first
Star Wars epic. But, he must first
fly through a trench bristling on
either side with laser cannons.

Finally, a t  t h e  e n d  o f  t h e
trench, the exhaust port appears,
but only fleetingly. Quick reaction
is required from the player to fire
a proton torpedo. I f  h is aim is
good, h e  i s  hurled back in to
space before the explosion of the
Death Star consumes the screen.

Playing the game is almost as
good as watching the movie!



If you went bananas over Donkey
Kong then you 'll go ape over
Donkey Kong Junior!

Papa Kong has been captured
by Mario and imprisoned in  a
cage. Kong junior has to  save
him. The road to rescue is hazar-
dous — with many and varied
challenges to overcome.

It all starts with the Hanging
Garden scre e n  —  Ju n io r' s
answer to the Ramp screen o f
the original. Kong Senior is cap-
tive in his cage at the top of the
screen and Junior waits at the
bottom ready for action.

You must help Junior swing
from vine to vine to  reach h is
father Junior's enemies on this
screen are two forms of Snap jaw.

Blue Snapiaws slither down
the vines and then out o f  the
game. Orange Snapjaws move
up and down the vines burning to
take a bite out of Junior. But the
little ape can defend himself by
sending fruits hanging on the
vines whining down at the Snap-
jaws to knock them o f f  — in
much the same way as the rocks
operate in Dig Dug.

On this screen go out of your
way to grab fruit and kill a few
Snapjaws The first fruits worth
plucking are the pears on the
left-most vine.

The toughest p a rt  o f  t h e
screen is lumping up to Mario's
platform Move the joystick to the
left while hitting the jump button.
Make your way to the key and
watch in horror as Mario moves
Papa Kong and the cage away to
another screen!

Just one thing — when you're
climbing hang on to two vines

Then you're on to the chains
screen — similar to the Rivet
screen in  the o rig ina l Kong
game. Each chain has a  lock
positioned at the top of it. Junior
must push keys up the chains to
unlock the bonds that bind h is
big daddy

On this screen the Snapiaws
are joined by Nitpickers — video
birds wh ich  fl y  a cro ss t h e
screen, starting at the top, and
descending Zig Zag fashion.
Snapiaws move up and down the
chains. Contact with any of these
is, of course, deadly.

Once you've unlocked all the
locks the entire edifice comes
tumbling down and you get a
quick graphic display before the

JUNIOR GOES ONE UP ON HIS DAD!
TIPS ON DONKEY KONG JUNIOR

next screen appears. One impor-
tant rule fo r the chain screen:
You should a lways open the
locks on the outermost chains
first.

They are never more danger-
ous than when Kong Junior is
close to the edge of the screen.
For high scoring try to pluck the
apple just  as a  Nitp icker fl ys
across It. You'll kill this Nitpicker
and the one below it.

Next comes the springboard
screen which features vines and
chains. There are two ways to
play this screen — the short way
or the long way. The short way
starts wi t h  a  lump  f ro m the
springbouard t o  th e  nearest
hanging vine. The long way en-
tails leaping across the platforms
at the bottom of the screen and
then moving up. Either way the
object is to get under the apple
you'll find at a higher level.

Gleaming ca st le s,  p rice le ss
gems and a baffled bear are all
featured in Atari's latest release
called Crystal Castles.

It's a colourful new adventure
game which follows the adven-
tures o f  Be n t le y B e a r wh o
travels f rom crysta l castle  to
crystal castle searching for ruby
gemstones. There a re  secre t
ramps, elevators and passage-
ways, and players who discover
secret time warps gain access to
more advanced levels of play

Bentley's path through the
crystal castles is lined with ruby-
paved roads but gathering jewels
is dangerous. Hungry Gem Eaters
which greedily gobble Bentley's
treasures, there are scary trees
which chase him and giant crys-
tal balls intent on running h im
down. Bent ley's a rch-enemy
Benhilda the Witch is also out to
get him. Benhilda comes to life
every fourth wave. Once a t  her
castle, a t  her fortress, a t  her
palace and then her dungeon.

The Gem Eaters, caterpillar-
like creatures, are harmless and
can be knocked out of the p ic-
ture while they are swallowing
gems, but they are  deadly a t
other times. Trees can be stop-

Timing is  crit ical i f  you take
the short cut. And you'll need
finesse to deal with the long way
— so take your pick! When you
reach the moving platform grab
the left-most rope and let it carry
you along to the platform under
the long chain. Climb the chains
pluck the f ru it  and avoid the
Nitpicker& Then make your way
to the right of the screen.

You can rest safely under the
two pears. Wait until a high flying
Nitpicker comes through the gap
and make your way to the ex-
treme right hand chains, Climb
them to the platform and stand to
the right of the gap. To jump this
gap you must time your leap so
Junior lust misses the tail-feath-
ers o f  a  diving Nitpicker as i t
turns down into the gap. This will
give you time to land and jump
the next Nitpicker. Jump the up
and grab the key. Phew! And

CRYSTAL CASTLES
ped in  the ir t racks i t  Bentley
leaps over them.

Luckily fo r Bentley he a lso
possesses some magic o f  h is
own —  a  special hat found in
some of the castles.

While wearing his magical hat
Bentley i s  ab le  t o  ru n  rig h t
through his opponents and tem-
porarily dispose of Berthilda.

But, the  ma g ic o f  the  h a t
wanes, and when it  disappears
so does Bentley's protection.

As a special treat for the Bear
there is also a pot of honey, but a
swarm of bees appear every few
seconds to  protect it.

Bentley can gain points by
grabbing the honey, but getting
surrounded by a swarm of bees
means curtains for him.

There are ten levels o f  play
featured in Crystal Castles, four
castles or playfields per level, all
in contrastingcolours, and there
are 16 playfields in all.

Adding a magical touch to the
game's cabinet is a special glow-
in-the-dark track ball.

The Crysta l Castles Ha ll o f  \
Fame holds the in itia ls o f  250
high scorers, and there is a spe-
cial honour in store for the player
with the highest score — h is .
0
0 •

there's St II one screen to go!
The final screen, Mario's Hide-

out, is a  wierd and wonderful
affair, I t  looks as i f the mad
carpenter has taken refuge in a
sewer! But don't be deceived
this is the hardest screen of the
game. New enemies are intro-
duced called Sparks_

These are similar to the Sparx
from Bix and travel independent-
ly about the pipes of the maze
threatening Kong Junior with in-
stant e lectric death. The lit t le
ape can destroy them with the
faithful fru its which hang from
the fixtures and fittings.

Otherwise he'll have to jump
the Sparks — just like the barrels
of old.

Whenever you jump a  Spark
you're going to have to watch Out
for Sparks on the pipes above
you and those behind the one
you are jumping. Get to the top of
the screen as quickly as possible
ignoring fruits and bonus points.

If you make i t  through th is
screen consistently you can con-
sider yourself a genius!

MEET BENTLEY THE BAFFLED JEWEL THIEF . . .
initials become -
e n g r a v e d
-  i n
the first castle.

Points are scored by collect-
ing gems, eliminating Berthilda,
grabbing the honey pot and pick-
ing up the last gem per wave.



AMAZE
YOUR MONSTER MAZE

with accurate control from Suncom

Compatible with
Alan CX2600 Game System*

Atan Personal Computer Systems*
Commodore 64 & Vic 20 Computers'

An adaptor tsold separately) is available for
Texas Instruments TI 994A Computer'

Adaptor Model No. 11060
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Beating the game requires positive
response and fast accurate control.

That's why beating the game requires
Suncom from Consumer Electronics,

A range of 3 quality joysticks all with
arcade-style features plus Joy Sensor.
the ultimate. with precision touch-
sensitive control.

No stick to move, no resistance to
movement.

Together with a range of C.E.L.
Adaptor leads. they're compatible to a
wide range of machines.

Check them out at your dealer—
they're sure fire winners.

For details of your nearest stockist
contact—Consumer Electronics Limited,
Failsworth, Manchester M35 OHS.
Tel 061-682 2339.

All Stmoom
from Consumer Electronics
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Eddie Mitchell's letter about the prices of  Atari
software sparked off a great debate among owners
of this versatile micro. Here at the C&VG offices
we've received many letters agreeing with his
comments. So we decided to look further at that
subject which is obviously close to your pockets!

Beading Eddie Mitchell's comment 011 the highly priced Man
400 BOO sottware. tind myselt in a similar posi tio n ot having

Dear Sic,

a great machine arld not e
bing able to atiord the advertised

riivever, through this dentand a lew f tware hire

so c l u b s

have sprung up recently. giving us a chance to sample the

program
s.

previously torbidden twit tor hire charges ot approx i3_50 a

What has become apparent is the fact that although these
are excellent examples el programming and they exploit the

tortnight.

Mari machines to the West, they lose the appeal atter

ir a

white, bein M a r i  owne
g almost demo programs tor inAereSted visitors to

I teel that as more and more r s  hire sollware.
they will be more selective about where that C.29.99 goes,

my house.

whereas it they only were spending 00-12 games.

on a program
,

their shelves would bit up with seldom ptayed
In short, all you soltware houses out there are cutting your

own throats by setting Atari progs at 2 . 0 0

5 p l u s .  because its

nt r e a l  p r i c e s .
only a matter ot time u i l  local programmers get to grips with
a range of games. utilities etc at i s t i c
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First we turned to Philip Mor-
ris of the English Software
Company, major UK produc-
ers of homegrown software
for the Atari. He predicted
that the price of home-pro-
duced software would come
down to around PO after
Christmas.

"It won't come down to
Spectrum software prices,
there's just not the market at
the moment. But the general
trend for home produced pro-
ducts is downward."

Jeff Brown, of Centre Soft,
the biggest importer of Atari
software in this country, said
that the price of products for
this machine in the UK is
linked with the price in the
States.

"For the past two years we
have been the biggest impor-
ter of Atari software, with the
largest range of titles and in
that time the American prices
have not changed."

He said that the prices are
so stable as Americans have
more disposable income arid
the price of an Atari tape or
disc does not make such a
dent in their pockets. So the
price o f  software i n  th e
States stays high — and that
price has to be reflected here.

Jeff encouraged A ta r i
owners to take a look at soft-
ware prices advertised in
American magazines and
then compare them with what
is being asked in the UK.

Then you must take into
account the costs of shipping
the products over, add on

VAT etc. "There are no rip
offs along the line. We are
cutting margins very fine to
sell Atari products over here
at the same price as in the
States," Jeff added.

"We actually brought in a
line of budget software from
the States which sold a t
E11.95, but surprisingly there
was a lot of customer resist-
ance to it."

He reckons that Atari own-
ers, who have a  machine
which can produce "state of
the art" graphics, are not in-
terested in buying products
which don't make the best
use of their computers' capa-
bilities. They would rather buy
fewer more expensive items
than cheaper software which

can't match it for quality_
He couldn't offer a glimmer

of hope for British Atari own-
ers o n  American import
prices b u t  h e  d i d  a d d :
"There's no reason why Brit-
ish software shouldn't be
cheaper."
Access is planned to be an
irregular feature in C&VG and
will deal with issues that con-
cern you, our readers, Issues
that we can't fi t under the
Great Software Disasters
category. Why don't you drop
us a line if  there's anything
bothering you? You'll find our
address elsewhere i n  t h e
magazine.
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Addison-Wesley
COMPUTER GAMES

Whether you're into arcade action, brain teasers. games of
strategy and chance, or all-out competition, there's

something for you in this exciting collection of games
books. They've all been thoroughly tried and tested, and

each game comes complete with playing instructions.
We've adapted them for many of the popular home

micros, and they are available through bookshops and
computer stores everywhere, price £3.95. They can also
be ordered direct from us using the coupon below — please

add 50p per book for postage and packing.
Out Now

SPECTACULAR GAMES FOR YOUR
Z X SPECTRUM

TANTALIZ ING  GAMES FOR YOUR T 199/4A
TERRIFIC GAMES FOR YOUR TANDY COLOR

VOLCANIC GAMES FOR YOUR VIC 20
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DYNAMIC  GAMES FOR YOUR DRAGON
SENSATIO NAL GAMES FOR YOUR ZX8 I

Coming in November
AWESOME GAMES FOR YOUR ATARI

Coming in December
AST O UNDING  GAMES FOR YOUR

APPLE II

A  A ddis on- We s le y  Publishers
V T  5 3  Bedford Square, London WC I B 3DZ

ion Em u m  En  m t  a m  Imo
Please send me the following Addison-Wesley

•  Computer Games Book(s)

Account No

Signed
Name

Address

Addison-Wesley
i m 1.11
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Date

11.
1
1

I enclose my cheque/postal order f o rt   O R
Please charge my Access/Visa/American Express/Diners Club

CVG13
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THE NEW ORDER OF GAMES
MATTEL — (Unexpended)

Sold in Video style Colour Boxes
DEATHRACE — The Game of the Future. Power along in your Death Wagon —
destroy the Androids and smash the fuel drums. How many can you get before you
run out of fuel? Joypad Compatible — 1009
, m c  E 9 . 9 5 .  
A O L J A P A K  
I  
—  
3  
e x c i t i n g

games of skill on one tape E9.95. SNAKE — Eat as much as you can, but watch
out for your tail. BREAKOUT — Destroy the bricks with your superball, MOON
SHUTTLE — Save the scientists and return to your ship safely.

COMING SOON A Q UA MA RI NE ,  AQUAMAN,
AQUASPLAR,  AQUAPAK 2 4113.

SPECTRUM
GALACTIC JAILBREAK AND SNAKE 16.48K (one tape) 100*,le mi t  (Kempston
Fuller AGF Joystick Compatible) — Stop the deadly Alien Commandos escaping.
In ultra smooth graphics with awesome sound effects, High score, 1 or 2 players
and self-play mode. T h e  best software deal I have seen for a long t ime'
.  —  Z xComput ing Aug Sept 1983 E4.95. KITTOOL — 1.5K. Best value around: contain-
ing renumber,  delete. freemen, search and replace. With full instructions E4.95.

Please write to APOCALYPSE SOFTWARE,
5-7 Sten Street, Abingdon. Oxfordshire 0 ) 0 4  3JF,

or try your local stockist.
DEALERS -  Write for a Dealer Pack showing our

attractive rates.
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If after 28 days o f  play you S p e c t ra V is io n s  CompuMateHAWKS OF have tired of the game, you can shou ld  receive a boost now that
TERROR! send i t  back to  the schemes A t a ri  have decided to scrap their

Terror Hawks mi l  explode onto organisers who will accept the o wn  keyboard for the VCS due to
our screens a t  the end o f the re turned cartridge as 80 percent pricing problems.
month. of the purchase price o f  your next choice. N E W  F O R  o f  new releases are Narzod -- aFrom the man who  brought s e c o n d  3CI style shoot 'em up
you Thunderbirds th is is  the  T h e  scheme is  operated by T H E  C O L E C O  w h e r e  you have to advance -up
latest all action space adventure Horton-Carlyle Limited, o f Lon-
set for a prime time viewing slot

don. S p e c t r a v i s i o n  have announced a through a twisting tunnel, defeat-
An average game priced a t  range of new games for the Col- i n g  the waves of aliens that areat 5.30 on Saturday evening.

Gerry Anderson's puppets first E30 will be bought back by the ecovision. The highlight o f  the attempting to  thwart your pro-
achieved in te rna t iona l f a me  fi rm at around E24 — adding up f o u r titles is Super Cross Force, a g ress.new version o f  the successful S p i k e  is  the fi rst game from
when ch a ra cte rs  l i k e  J e f f  t o  hire cost of EE, for the month. V e c t r e x  w h i c h  u t i l ise s  t h eVCS game.

Tracey. Brains, and la d y  Pe- M A I T E L  F O R  T h e  game is  unique in  the  speech  synthesis built into thenelope had an earlier generation s h o o t  'em up category and chal- machine. I t  h a s t o  b e  said,
of space fans glued to the screen T H E  A T A R I  l e n g e s  you to shoot a connecting however, that Vectrex's vocabul-
every Saturday morning. Mattel are launching a range of beam o f  laser fi re  to  k il l the  a r y  is fairly limited, and the few

space fiction addicts can enjoy games designed f o r the  Atari aliens.
Now a  n e w generation o f  w o r d s  that are spoken have to be

the adventures of these sophisti- VCS system. Mattel say that they A s  you move the bottom ship illustrated with comic-book style
aim to bring bolder graphics and le f t  the top ship moves right mak- speech bubbles so that they can

cated puppets.
 The good news fo r Phillips y o u  more challenging games to own- ing a diagonal line of fire when b e  understood. The game itself is

G1000 owners is  tha t a  n e w e r s  o f  Atari units. We  wonder p r e s s  the red button, b a s e d  on Donkey Kong — the
Videopac based on the TV series wh a t  A ta ri th inks about that! T h r e e  other new titles will go e v i l  Spud has captured Molly andThere will initially be nine car- o n  sale for the Colecovision a t  i t s  you to the rescue.
will be  launched a t  the same tridges available, including Intel- t h e  end of September. A l s o  in the range are versionstime

 Just like the programme itself hvision favourites Burgernme, T h e  Spectravision range fo r o f  o ld  favourites Pinball, and
there is plenty of action, fighting I ro n ,  Dead ly Discs,  L o ck n •  Coleco are imported by Vulcan Socce r.
it Out in deepest space with an Chase, Adventures of Tron and Electronics of Hendon, in London T h e  fi rst Vectrex add-on willFrog Bog. They wil l cost f9.95 a n d  will be ten pounds cheaper g o  on sale at the same time as
alien empire. t h a n  Coleco's own range — re- t h e  new games in the shape of a

Also new from Phillips th is each . tailing at E19.95. l i g h t  pen Th is can be used to
month is a teach-yourself Morse Y E T  M O R E  c r e a t e  simple moving pictures of
Code Videopac. C A U G H T  I N  u p  to nine frames

The games are in the shops at P O W E R  F O R  T H E  W E B  T h e r e  will be a second moreE13.95. p o w e r f u l  an ima t ion  p a cka g e

S U M M E R  T H E  V C S  W e b  Warp  challenges you  t o  available later in the year. ThisAdd computer power to  your capture the space creatures and w i l l  enable more frames to be fed
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If you get up to Blackpool this p u te r keyboard add-on wh ich  d o o r deep in space to the Trophy mo re  movement, and also using
summer why not go along to the turns your games machine into a Ro o m where they are  proudly a  number o f  pre  drawn back-
Daily Star/Radio Luxembourg programmable home computer. d isp layed .  g r o u n d  landscapes
Roadshow a t  t h e  P leasu re  T h e  machine is designed by T h e  maximum number of crea- M u s i c a l  Vectrex owners have
Beach. The roadshow is  being SpectraVision o f Planet Patrol tu re s you can capture is twenty, a lso  been thought of in the new
sponsored by CBS Colecovision a n d  Nexar fame and Imported though you will have to be a real releases as Milton Bradley are
and the fu ll range o f  Coleco's in to  the UK by Vulcan Electron- space  ace to do this as it has so developing a  p rogram ca lled
video games will be on hand for ics-

far eluded everyone including Me lody Master wh ich  enables

visitors to try out So if  you are
It has 2k of Random Access t h e  games designers. y o u  to compose music on screen_

fed up with the beach or bored Me mo ry fo r you to  write  your T o  capture the aliens you are wi t h  use of the light pen.
with eating t o o  mu ch  candy o wn  programs, and there is 16k a rmed  with a capture stick which T h e  new games will be on sale
floss, why not go and enjoy a 30 o f  ROM controlling the compu- y o u  can flick out at the aliens by a t  th e  e n d  o f  September a t's other functions. d e p r e s s i n g  the fire button.shoot-out on Zaxxon or take on t e r  E 1 9 . 9 5 _
Mario in Donkey Kong. For video- Other special features include W e b  Warp is one of six new V e c t r e x  a re  determined that

games fans i t  sure beats
a built in music composer with games f o r  t h e  n e w  Vectrex th e y will not allow any indepen-sun-

bathing' t w o  octaves and two  channels machine from Milton Bradley. d e n t  companies t o  p roducewhich enables you to  program O t h e r  highlights in this batch games for their machine.
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A brand new "buy-back" scheme replayed through the VCS. T O P  TE N
has just introduced a unique way G a m e  writing is facilitated by
to play the latest games for the means of the Magic Easel mode
VCS and Intellivision at a fraction wh ich  is built in and enables you
of the cost of shelling out around t o  draw in up to ten colours on
E30 each month to keep up with screen. Programs can be stored
the new titles, o n  any normal cassette recorder.

The scheme is based on the T h e  add-on uses the Microsoft
Buy-Back Certificate which is in- co mp u te r language —  Basic,
cluded with each purchase of a wh ich  is standard to most home
new game. c o m p u t e r s .

GAME M A N U F A C T U R E R  G A M E  M A N U F A C T U R E R

1 Donkey Kong CBS  6  Ms Pacman A t a r i
2 Centipede A t a r i  7  Pitfall A c t i v i s i o n
a Pheonix A t a r i  8  Frogger P a r k e r  Bros.
4 Vanguard A t a r i  9  Space invaders Atar i
5 River Raid A c t i v i s i o n  1 0  Burgertime M a t t e l

All the above cartridges are produced for the Atari VCS home
video games centre.



Stuart Murray from Aberdeen is
the under•18 Nat iona l A t a ri
player of the year for 1983.

There were over 60.000 en-
trants this year. These were re-
duced in six regional heats and
finals to just 54 competitors who
met at London nightclub, the
Camden Palace one Saturday in
August.

They had played Phoenix a t
local level, Ms Pacman in  the
national heats and the new Cen-
tipede game at the national finals
in London.

Compere fo r the afternoon
was Keith Chegwin, of TV's

Andrew Brzetiriski — aver 18 champion.

Swap Shop fame.
The heats we re  played in

groups of eight with each con-
testant given ten minutes to
clock up a record score on Cen-
tipede. Most  finalists h ad
brought their own well-seasoned
joysticks, although this didn't al-
ways seem to help.

Once all three lives were lost
you weren't a llowed to  sta rt
again and many players found
themselves being escorted from
the stage in tears after only three
or four minutes.

This was usually put down to
nerves, but may also have been
due to Keith's jokes which could
have put many people oft their
game while they tried to remem-
ber how old his script actually
was.

Eventual winner of the over-18
section was 19-year-old Andrew
Brzezinski from Greenford, Mid-
dlesex with a score of 197,860 in

Tik — or Is it To?

• • . E =

ray from Potterton in Aberdeen.
He clo cke d  u p  a n  amazing
221,983 in his allocated 15 min-
utes, even though he's only been
playing Centipede for just over a
month.

Stuart, who reached the finals

the fifteen minutes given to the
final 16.

Andrew takes away an Atari
800 computer complete with soft-
ware, a  winners jacke t and a
ticket for two to Munich where
he'll represent Great Britain in
the Atari world  championships
later this year.

Last year the British champion
also conquered the world at Pao-
man. Let's hope that we  can
make it the double, This year the
world championship game wil l
be Centipede.

Champion in the under-18 sec-
tion was 14•year-old Stuart Mur-

. = 1 = 1  a ' = = 1

SEE ATARI CHAMPIONS AT PLAY!
PLAYERS OF THE YEAR HEAD FOR MUNICH

last year in  Pacman, also re -
ceives an Atari 800 computer, a
silver jacket and a ticket for
Munich.

Stuart told me that he prac-
tices for up to four hours every
day, and it certainly paid off. The
continual Centipede-bashing
hurts h i s  fi n g e rs  b u t  h e
does special exercises to keep

Sloan Murray — under 18 player of the year

them supple.
His mum was obviously thrilled

at Stuart's achievement but his
dad was still in  Aberdeen and
hadn't heard the news when I
spoke to Stuart.

I asked the champion what
tactics he uses to get such mas-
sive scores. He told me that the
main area where points can be
made is fo r killing the spider.
Most players kill the spider as
soon as it appears but it's better
to wait  as long as possible —
that way you get more points for
killing it.

Stuart's other hobbies include
basketball — but he doesn't do
German at school so he'll have to
start practising. Perhaps h e
should buy the Conversational
German program to  run on his
new Atari computer.

His immediate ambition is to
become world champion, and
then he'd like to design video and
computer games.

We a l l  wish Stuart and
Andrew the best of luck in
Munich — we'll let you know
how they get on.

FAST FOOD
FOR THE
VID KIDS
The latest craze to hit video
game crazy America is food
based on your favourite video
characters!

Not surprisingly, man of the
moment Donkey Kong features in

Would-be champions,  a  brand new breakfast cereal of

the same
The crunchy barre l shaped

treats are the creation o f  the
Ralston Pu rin a  Company o f
America who claim for their pro-
duct "If you like playing Donkey
Kong, you 're  gonna love  the
crunch of the new Donkey Kong
cereal!

Not to be outdone by the ape
the Franco American Food Com-
pany have hit back with UFOs —
an assortment o f  pasta aliens
including galactic interceptors,
and star green cheeses. All you
need now is a P a c
e d  l u n c h !  
E
A

name
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With the demise of  Atari's 5200 super system
more video games players will probably be turn-
ing to the Starpath Supercharger, a  plug-in ex-
pander for the regular VCS, to improve the capa-
bilities of their home video centres.

We gave you a rundown on the new Superchar-
ger a couple of months ago — but for those of you
who missed it here's a brief description of this
Atari accessory.

It does more than the standard computer RAM-
pack as it also enhances the colour and graphic
capabilities of the VCS. The expander looks a bit
like an overlarge games cartridge with a handle
and plugs into the games port of the VCS. A lead
connects it  to a  cassette recorder. The Super-
charger games all load from tape, as do computer
games.

The most impressive feature of the Superchar-
ger is its multi-load facility. This enables several
games to be stored on one cassette. This opens
new vistas for graphic adventures on the VCS.

PHASER PATROL

A M R

And, surprise, surprise, one of the
best games in the Supercharger
range so far is an Adventure' called
Dragonstomper w h i c h  comes in
three parts. But more of that later.

The Starpath Supercharger is  sold complete
with a tape called Phaser Patrol, which we also
feature in our Joystick Jury reviews section this
issue. The Supercharger and Phaser Patrol pack-
age will set you back E39.95. Games tapes cost
around E19.95. Now read on

STOMP THAT
DRAGON!
Dragonstomper i s  a  c la ss ic
adventure. I t  has hidden trea-
sures nasty villains and an evil
monster t o  overcome. T h e
graphic displays are interesting
but not overwhelming — which is
a b it  disappointing since other
games in the Atari Starpath Su•
percharger range are pretty nifty
on the graphics front.

The action — all important in
an Adventure, graphic or other-
wise — is substantial enough to
keep yo u r interest. And  wi t h

to th is challenge
be playing f o r

three pa rts
you're sure  t o
some time.

The biggest criticism I've got
of this otherwise good game is
the graphic representation of the
hero. You are shown on screen
as a small yellow blob! Not very
inspiring. Come on Starparth you

1
DRAGON STOMPER PICKAXE PETE

4111110111E ms

surely could do better than that'.
Meanwhile, on with the sce
,nano. You take the part of the

heroic Dragonstomper wander-
ing a land devastated by an evil
Dragon. Your task is to destroy
the Dragon and restore peace
and tranquility to the land.

There are three scenarios to
work your way through. The first
is the  Enchanted Countryside,
haunted by evil beings such as
ghouls, demons, sp iders a n d
other assorted nasties. Dragon-
stomper has to travel the coun-
tryside co llect ing  t h e  g o ld ,
weapons and  other items h e
needs to  cross the bridge into
the Oppressed Village.

Once over the bridge — you'll
have to have the right items to
get past the guard — you enter
the village.

This means loading the next
part of the game from the tape —
and an instruction to that effect
flashes up on the screen. In the
village you have to purchase or
trade for the goods and weapons
and magical tokens needed be-
fore you enter the final phase of
the game, the Dragons Cave.

In the village you'll appreciate
the need t o  gather together a
good hoard of gold while in the
Enchanted Countryside — those
magic spells don't come cheap!
Once you've spent all your gold
it's off into the Dragon's lair —
where things get really tough.

111
ARMOUR ATTACK
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I won't spoil the game by tell-
ing you what you'll find once you
step into the darkness through
the — suffice it to say that you'll
need all your wits about you to
survive and defeat the Dragon.

The joystick controls are easy
to master — you just look at the
read out a t  the bottom o f  the
screen which gives a  running
commentary on what's going on.

And the multi-load feature is
equally easy to  cope with  —
again a ll the  instructions a re
flashed up on screen. The game
comes in an attractive box with a
detailed booklet which gives a
background to the game.
THE VERDICT
An interesting departure from
the normal space games. But
will you want to play i t again
once you've solved a l l  the
puzzles?
•  Action 1  1
•  Graphics 1 1
•  Addiction 1  1
',Theme

TAKE YOUR
PICK-AXE!
Pickaxe Pete is the Philips G700's
answer to  Donkey Kong. I t
follows the familiar leaping over
rolling deadly objects and avoid-
ing dropping fi reba lls wh ile
heading toward the top o f the
screen along a  series o f  plat-
forms.

Mine games for computers are
currently enjoying a boom thanks
to Manic Miner from Bug Byte
and Miner 2049'Er for the Atari.
This video game is an adequate
substitute f o r  video  g a me s
centre owners — but it  doesn't
have the same addictive quality.

The graphics are uninspiring
and the game rapidly becomes
unchallenging. You can't really
call it  boring as it  takes some
time to get to grips with — and
after that there's always the
chance that something n e w
might be behind the spinning
doors that keep changing colour.

Which brings us on to a brief
description of the game. Once
you've plugged in the cartridge
you'll see a screen full of plat-
forms, rolling boulders and those

A I M
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SCREENS
OF ALIENS

three colourful spinning doors —
at different levels along the plat-
forms.

Your aim is to reach the top
where you'll be rewarded with a
golden key wh ich  opens the
revolving doors. Then you go on
to the next screen

You are armed with a pickaxe
which smashes the rolling boul-
ders. But after a while this dis-
appears — and you have to duck
and jump the deadly rocks A
spare pick will appear from time
to t ime  a t  the  bottom o f  the
screen — but you'll have to go all
the way back down to take it.

Once you've got the key you
can enter any one of the three
doors — the grey one leads into
an invisible maze.

You score points — and add to
your golden hoard — by evading
boulders, smashing boulders,
getting a new pickaxe, getting a
key and getting through the door.

There are supposed to be nine
levels of play — but to me most
of the arrangements of the plat-
form looked remarkably similar.
THE VERDICT
Not the best game for the Philips
system. You'll probably find bet-
ter in their catalogue.
•  Action
•  Graphics
•  Addiction
•  Theme

Take off to  the stars and fight
hordes of invading alien craft in
Arcadia's Supercharger revamp
of Atari's now famous Star Raid-
ers shoot 'em up.

Phaser Patrol was the first in
the Arcadia Starpath Superchar-
ger range of tape games for the
VCS — and a great way to kick
off too! This is the tape you'll get
if you fork out for a Supercharger
as i t  comes with  the  add-on
package.

Once you've loaded u p  the
tape — and it couldn't be easier
— you're o f f  into deep space
where t h e  awesome Dracon
armada of battle cruisers awaits.

Your object is simple — just
blast them out of the skies! You
are provided with a star-map of
the area which your patrol cov-
ers. I t  shows the enemy ships,
friendly star-bases and unknown
sectors.

Your screen display gives you

A M O K  . c l i M M R
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a read out of the condition of all
your instruments.

A really n ice feature o f  the
game is the defence screen. You
can turn this on and off at will
during the game — unless it 's
destroyed by a Dracon blast.

When you turn the shield on
two grey translucent panels gra-
dually slide into place over your
view of space. When it gets dam-
aged a gap appears.
THE VERDICT
A classic space shoot out.
•  Action
•  Graphics
•  Addiction
• Theme

TRAPPED BY
THE TANKS
Suddenly this heavily armed heli-
copter loomed over the horizon,
hovered for a moment and then
fired a lethal heat seeking missile
at my armoured gun carrier. The
tanks were closing in, too. My
only chance was a dodge behind
a ruined building and hope for a
breathing space  from the i r
deadly attack...

Armour Attack is the Vec-
trex owner's answer to those
tank battle games featured on
early arcade machines — and a
good adaptation it is, too! Not
only do you have to fight off
those marauding armoured
monsters, there's also that flying
gun platform of a  helicopter to
deal with.

And you can't always assume
that a tank is dead once you've
blasted it. You have to hit those
things twice before they give up
the fight. Hit a tank only once and
they can still fi re back despite
being crippled.

The graphic representation of
the tanks and your armoured car
is fairly average, but the helicop-
ter is a small masterpiece — with
whirling blades and a  realistic
hovering action.

When you blast a choppe•i t
spins off the screen with bits
missing in a satisfactory fashion.
And the graphics for the des-
troyed tanks are quite neat, too.

There are three skill levels and
a two player option, too. All in all
a nice package for the Vectrex.
THE VERDICT
A great game fo r battle fans
which makes good use o f the
Vectrex graphics. Worth taking
a look at.

clE

•  Action . 1 1 1 1
•  Graphics 1
•  Addiction 1 1  1
•  Theme

FLIGHT INTO
OBLIVION
Bombs a w a y '  He re ' s  y o u r
chance to take the hot seat and
pilot a  Wo rld  Wa r I I  fi gh te r
bomber_

Mission X — a quite success-
ful arcade machine — has been
converted for the Intellivision
video games console, The car-
tridge is a  fair reproduction of
the o rig ina l game, fa ith fu lly
reproducing most of Mission X's
graphics.

The game consists of bombing
fifteen or so moving and station-
ary targets including bridges,
railways, cargo ships and enemy
aircraft positioned on a constant-
ly moving background of open
sea, rive r valleys, a  mountain
scene and an airport runway.

Sound and graphics are up to
the Intellivision's usual high stan-
dard but the movement of the
bomber is often erratic and diffi-
cult to control. I t can be very
frustrating w he n the  pla ne
doesn't go in the direction you
want.

I have always thought that the
fire buttons on the Intellivision
were a little stiff, and after only a
short time playing Mission X  I
can assure you that your fingers
get very sore.

I can't help thinking that Mis-
sion X belongs to that fast grow-
ing breed o f  video games that
are visually very impressive but
lack an interesting or original
idea as a base for the game

Whereas a game in the same
vein as Mission X, called River
Raid for the Atari VCS is a much
more addictive and playable
game and one that doesn't rely
on timing as a basis for a video
game.

River Raid for the  Atari is
streets ahead of the Mattel's
Mission X  on  the  p layab ility
stakes and with the cartridge
selling for around E24.95 you
can't help feeling its a little over
priced.
THE VERDICT
I wanted to stop playing as soon
as I started.
•  Action
•  Graphics 1 1 1
•  Addiction 1
•  Theme



BY TN JACKSON

le REM DUCKSHOOT
Ze REm BY T i l l  JRCKSON. D EC  9 1
10 REM USES RROGRAmMER'S TOOLBOX FOR SOUND EFFECTS
4e REM AVAILABLE FROM PROGRRm POWER, 5  WENSLEY ROAD. LEEDS T
50 REM OTHERWISE DELETE LINES 740,940 I  98e TO le90
60 DIM X3AYSFR3,025,LLIO,V0,148
7e RRINT 612" D U C K S H O O T " '
se ° P I N
T
"
90 PRINT-PRESS SHIFT'  R I M  LEFT"'

lee PRINT-PRESS REPT T O  RI  m RIGHT"'Ile pRINT-pREss 5PKEem TO FIRE"'
12e PRINT 1121
130 GOSI.30 1090,GO5U8 1090
140 PRINT 06
150 REM SET DUCK 94APES
160 41.413E7FC000.4.41elc
170 9.,6.03E7FDCA9.9,10.0
180 6112WCFE0300J8116.01030
19e Elle.i7CFE3010,8'22.0
200 REM SET VECTORS TO DUCK SHAPES
210 '490.0 492. 0. 6
22e 1r94.0+12J1096.0.10
23e e f r  SET GUN t  BULLET DIRECTION VECTORS
240 ,v.03020100.v14.1170605e4.v/9.9
250 ,A.,6e60504.1414.*506060l w / 8 =4

REm G I S  OURRENT GUN DIRECTION ( 0 - 8 )
270 REM ACCESSED BY 4 / S  FOR HORIZ,WIC FOR vERTICAL
29e rtEm S I T PPE T2RRENT y ty  OF BULLET
29e REM KU_ GIVE INCREMENTS TO StT(FRom I l i  OF GUN wHEN
3e0mRP1NT-"'"PRESS sPAcspAR wHEN youJpE pEolow.
.
n
e 
L
:
w
v 
4
,
F
v
E
l

.ne Tme,PEM BULLET OFFre FOR m.e To 3
i
v -
m s 2 e . H E
X T

340 :L ER P 2
15e g. . 0 0 0 0
360 O R  N. e  To 41FF STEP 2
170 0 / m . - u  g/ (115FF-N). -1
ise NEAT N
39e REm I NI TI AL GUN
,
410  40e G
' 4 0 0
0 0 . 7
1 8 0
0 0 : 9  
R
E
M  
S
E
T  
V
E
Y
e
D  
T
O  
D
E
T
E
C
T  
S
P
R
C
E
e
R
P

.4 iGOSUBS

42e H.e REm ZERO SCORE
43e O R  AJ.1  T o  l
e440 PCP E=0 TO 3
450 I F YTEt20e 2.0,GO1OF
46e REM cPEATE DUCK
470 REm HFIGHT(49 TO 9 0 )
49e Y / E . R N 0 t 7 T
6 • 4 949e REM P/E I S  • i  I F  ?TYING RI G HT.
-
1  F O P  L E F T
500 R/E.RNOt2-1
510 REM X I I  I S  0  OP 15  TO STAR
T520 v / E . (1 -RI E )O FF/ 2 t i sREM NsERT IT
!Ae D.E;LINV LL0
550 2 . - ( R N 0
6
.
7 . 2 )

56g REm mo(E EVERYTHING
7OFFOR F. 2  To 0

"..S0 F
,
" 'R 
D .
0  
T
O

590 LiNK LL6,REM MOVE DUCK D
600 0.1
610 REM Gum TO LEFT I F  sHIFT PRESSED
620 I F 7110001€128iIF GA.GOS009iG.G-1,GOSUE19,0=0
E30 RP! ram To RIGia I F REP' ppEssED
640 I F /09002040.0, IF Gi8,GOSJSg.G.G.1 GOSUE19,0.0
65e REM CHECK FIRE BUTToH(SPACEBAR) t  CREATE BULLET
660 I F  T. 0 , I F 7$00011 . 1 . 0 . 5 . I . 67 , T. JK. I (2 . L. J / 20LO T 1 4 . 9 . T
670 RE m 'O E  SIA..LET
ESe I F T G O S UW
0 . 0690 I F  0-FOR N. 0  TO 100,NEXT
7006HEXT D
710 NEXT F
720 NEXT E73e NEXT R
74e GOSUB 990REM PLAY TUNE
750 PCP
4
T 
$ 1 2
"  
D U
C K
S H
O O
T "
'

76e FstmT
.770 PPINT"YOUR SCORE uP5",4
79e SOTO v
,79e Pei INsEpT/DELETE GoN
s
e
e
s
1
.
Y
?
G
t
2
-
8
i
J
A
r
t
3
T
2

810 MOVE 66,e,wsITieLoT2.1,J
821 se,s.wpITA0,072,1,
830 RETURN
94e REM  MOVE BULLET
S t e R N R I T
,
P L O
T I C S . T

S60 S.S4KiT.T.L
070 I F SOFF)107 OR

9
8
9
e  
I
F  
Y
7
C
.
T
/
6
1
6
,
I
F  
X
T
C
.
S
/
S
;
G
O
S
U
0
4  
t
.
3
J
4
E
x
l
i
R
E
T
u
R
N

610 FOP C."'?T O  3

900 HEyy

TtoFF)95,7.0 RETuRN
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42 COMPUTER & VIDEO GAMES

This is definitely not a game for conservationists, birdwatch-
ers or anyone who likes our feathered friends — particularly
ducks. I f you count yourself in any of those groups don't read
on. Turn the page and save your feelings. Right, those of you
that are  le ft must be  a  bloodthirsty bunch. Definitely not
candidates for the League Against Cruel Sports. The aim of
the game is to shoot poor defenceless little ducks out of the
sky.

IJI/C11(J



The ducks fl y  across the  screen a t random heights a nd
spacing. You manipulate a  gun-barrel at the  bottom of the
screen. The "Shift" and "Repeat" keys move the gun left and
right while the space bar fires the deadly bullet.

The program as listed utilises graphics mode 2; by deleting
all the comments the program will fit into 3k plus the mode 2
graphics requirement. The symbol ":" on line 410 should be
typed in as a shifted backslash (the Atom's OR operator).

RUNS ON AN ATOM IN 4.5K

4
A
I
T
,
F
L
O
T
I
C
S
.
-

920 RETURN
930RREM A HI T!
940 FOP N=0 TO 7BEEP SO ' ' E S A  5 6 1 . 1
,
N E X T
950 U . X ; X m C
,
L I N K  
L L I O J X
. U , R E M  
D E L
E T E  
D
U
C
K

960 YTCR200.T*0;FRO,H=N-61
970 RETURN
•0  REM COLONEL BOGEY

sse RESTORE
1000 FOP 1.4=1 7 0  11
1010 REAOP,0
1020 BEEP P.
1030 NEXT N
1040 RETURN
1050 DATA 0A1.10,00O310,0,10
1060 DATA 00O310,085,10-*A1,10
1070 DATA 060, 15, 0 , 5 , 060, 15
1000 DATA 0
,
5
,
0 7 9 , 2 8

1090 DIM P ( - 1 )
1100E

1110 LL5 B I T 09002;BMI L L !  WAIT FOR TV FLY BACK

; a l : E
r
;  
S C
R E
E N  
A
D
D
R
E
S
S  
I
N  
0
9
8

1 1 4 4
-
1 1 0  
L
D
X  
1
0
e
5  
G
E
"

1150;LLIO LOP ene_s Tm * 99
:160 LOP T95
1170 SEC
:180 SIX Y,X CE T 95-Y 'D
1190 BCC 115 O FF SCREEN
:200 ASLAJASLA TIMES 16
1210 ASLAiROL 099
1220 ASLAiROL 099
121e OPA X,X G E T X
7
D
240 SIP 098

1 2 5 0
\ I N S
E R T /
D E L
E T E  
D
U
C
K

268 LSRA CARRY FLAGS WINGS UP OR DOwN
:270 O A  R,X G E T R
7
0
1280 SAL LL2 G E T a  I F  GOING L E F T
,
E L S E  I

:290 LOP TO

1300:L12 ROLA-ASLA NOW NAVE OFFSET FROM 090 FOR

1320 LOP 04:54:.X
1340 LOP 091,X
1350 S I P  4198
1360 LOX qe
1370 LDY R5

1380 LL1 0 1 "  0
8 0 0 2 - B M I  
L L 1  
W A I
T  
F O
R  
'
V  
F L
Y B
A C
K

199e LL3 LDP(* 9A). y  CET PATTERN
1400 EOP(098,X) INVERT SCREEN
! c e  STPV098.X)
1420 L D A 0 9 8 , SEC
1430 SSC T16 NEXT SCREEN ADDRESS144e STA * 90
1
4
5
0  
8
C
S 
L
L
4

1460 DEC 099
1
4
7
0
•
L
L
4  
D
E
'
?

1490 BRL LL3
1490 PIS
1500\MOVE DUCK 0
1510 LL6 JSR LLO DELETE I T
1520 LOX * 325 GET 0
1530 LOP X,X GET X7D
1540 CLC
1550 ADC P , X  INC.OP DEC./T
1560 SIP X,X
1570 CMP 816J8CC LL7
1500 Loe e200 , s
.
re  y , x  Y
7
D . 2 0 0  
I F  
O F
F  
S C
R E
E N

1590 PIS
1600\CAECK FOR DUCK CCLLISIONS
1610 LL7 LDY 0.3
162e.LLe CPY 0325 EQUALS D7
1630 SEG LL9
1640 LDA Y
,
Y ; C M R  
Y
,
X

1650 ONE LL9
6E0 LOP x , N
,
c m A  
X , X

1670 N E  LL9
1 6 8 0
\ C O
L L I 5
I O N •
S D  
D
E
L
E
T
E  
O
T
H
E
R  
D
U
C
K

1698 TYA;PAA SAVE
780 Ta x -  AND USE I N PLACE OF D

1710 JSR LLIO DELETE DUCK
720 LOX 0325 CET D

1730 PLA;TAY GET Y
1740 LOP M a  PUT 80TM DUCKS OFF SCREEN
:750 SIP Y,Y!STR Y.X
1
7
6
0  
L
O
P 
0
0
;
S
T
A 
0
3
2
7
)
S
T
R
0
3
4
2  
S
T
A
0
3
5
D
J
S
T
A
0
3
7
9  
Z
E
R
C 
r

1770 PIS
179e LL9 DEY CONTINUE LOOP
1798 B A t  L L B
1900 JMR LLO INSERT DUCK RND RETURN
le ! AI AET U AN

S14
, 0
E
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Educational Software
for the BBC Micro

The SHIVA First Mathematics Programme
(for children 5-8 years)
Developed by Iris V. Hewett, M.Ed.
Senior Teacher Adviser, Ashford Mathematics Centre

Over the next s ix  months Shiva w il l  be publishing
a new series of eleven computer tapes and a
supporting series of books, intended as the child's
introduction to mathematics. I t  is  a carefully
graded programme to cover the concepts and sk ills
necessary for the child to become numerate.

Each of the fi rst four tapes, on numeracy and logic,
consists of fi ve graphically illus trated programs,
complete with ful l  documentation. Tes ts  have
shown that children fi nd these tapes compulsively
exciting - no boring, repetitive exercises are
involved!

Initially  the cassettes are for the BBC Micro
Model B but versions for the Sinclair Spectrum
and RML 480Z Microcomputers, w i l l  follow soon.

ISBN 0 906812 48 6 1 1 5 . 0 0  (approx)

Additional Fun - O p e r a t o r s
ISBN 0 906812 50 X ( 1 5 . 0 0  tapprox)

Arailable from hudisellers, r!),- in case of difficulty, direct from:

SKIMP/

FIRST MATHS PROGRAmME4 -4 1 ,
. .e l ti  
A
A  
E
d

[FT OFF WITH NIMIrdis I
- 4
1
1
*  
x  
x

%
1
M
V
‘
%
6
1
1
;
o
0
1
;
v
0

, 1 1 1 4 , 4 i! in min
Ha la

SRIVA's

t!,74,
7 
t ! ,
)
, I s
P R
o G
R A

LAUNc
i
„,.

1
:
1
1
5
e
1  
a

-Lift off with Numbers -Launching Logic
ISBN 0 906812 52 6 L 1 5  00 (appro‘)

ISBN 0 906812 53 4 E  1 5.00 (approx)

Shiva Publishing Limited
4 Church Lane, Nantwich, Cheshire CW5 5RQ

Telephone: (0270) 628272



3 NEWSTRATEGY
GAMES FROM THE
FAMOUS WARMASTE
SERIES

• -
There's still plenty of

fight left in the
Confederate South as
eacrrside selects forces
to manoeuvre on a full-
graphics battle field.
Use the 'save game facility
to periect your tactics and
re-write American History.
or 2 PlaVerS

PARILIMP14411 *-
Dramatic all-graphics

reconstruction of a famous l b
WPrld War it Campaign
'Itlur hand-picked force has
dropped behind enemy lines
to capture a strategic river
crossing 2 versions of the
game with ten levels of play
.REDWEED (/9I5)

The Martians are coming
in this superb all-graphics
battle. You re In command of

tr,x land forces defending London
when an outbreak of semi-
sentient Redweed threatens
to immobilize your forces.

Fifteen levels of play

Spectrum 48K E5.50. New • B8C-8 £6 95 & Onc 48K E6.95

MORE SUPERB STRATEGY
GAMES FROM LOTHLORIEN
WARMASIEP Titus
Wancrd 4 8 K  Spectrum/Dragon 32
r a n d y Color52II1Zt8116K
Roman Empire 1 6 K  Spectrum/BBC -13/Dragon 32

Tandy Color 52K/7K 81 16K
Atari 400ACIO 48K

Peloconnesian War
flattle2one2C0:1 813C-13
OTHER GAMES
Tyrant of Athens let Spectrum/Dragon 32trandy

°Nor 32K/711( 81 16K
Samurai Wamor 1 9 (  Spectrum/Dragon 32121( 81

1 fa
Pnyateer

tK 81 1
6 K

46W SpectrurrvZx 81 16K
combined cassette E4 50

Prices Z x  81 E 4 . 5 0  DraciOn 52 1
Spectrum E 5 . 5 0  BBC- B I  E
6
-
9 5

Hexcept Paras , E 5 . 95  Tandy £ 7  95
Atari C 1 2  50

BBC-8 E6 95 New • Spectrum 48K E5 95

With one of the most mind-stretching
selections of strategy games in the UK.
Lothlorien have justifiably earned the name
of •Warmasters'•

New titles are added or extended even?
month Lothlorien are always interested in
hearing from programmers with first class
software that satisfies the high standard
that the market now demands

Lothlorien games are available from
most leading software specialists or
direct by post at no extra cost Why not really
put your computer through its paces today?

Spectrum 48K ES 50

r  L O T H L O R I E N

1

the mind stretcher
Please send me Mc" box.
PEDWE ED -  PAPAS
Spectrum 48K S pe c tr um  48K E5 95

E5 50 1:11 BEC-B E6 95

JOHNNY PEe
Spectrum 48K E5 50
BBC B i6 95 0
Onc 48K (695

Others iplease specify)
enclose a cheque/PO for E m a d e  payable to KA E Lothlonen

Please debit my Access A/C No /  /
SIGNED

ADDRESS

Send to M C lothlorien• Dell CW
1
0
,
8 3  5 6
a  P a c k  
L a c e .

L
P
o
y
n
t
o
n
,  
C
h
e
s
h
i
r
e  
9
(
1
2  
1
A
E



ANIROG

MISSILE DEFENCE
Brings the well known arcade game to %Ion
the Spectrum screen i n glorious colours
Defend your cities from the missile attack
and smart bombs 10 skill levels.
KB/JS 1 6 K M I S K  E 5 . 9 5

SLAP DAB
An exciting game based on the arcade game
Painter which combines fast action with
strategy. Giant insects hiding under the old
paint surface are released by  your  paint
brush. You require fast action and quick
thinking to outwit them and finish the panel
The game is 100 percent machine code and
HI-RES. Graphics also includes Hi-score and
running score.
KB/JSE
5
.
9 5

16K/48K

GALACTIC ABDUCTORS
A stunning action packed game with superb
large ani mated graphics.  Gi ant  Space
Hawks whirl and weave in intricate patterns
as they drop their  deadly homing mines
which will  destroy
*  y o u r  
b a s e  
o n  
c o n t a
c t

While you are busy defending yourself the
Hawks will feed on your helpless populatico
returning Only their skulls. All M  C game
complete with high score table that will blow
your mi nd wi th i ts graphics and sound
effects_
KBLIS 1 6 4 V 4 8 K  E S A

FROGRUN
Popular arcade game. All machine code with
brilliant colour graphics and sound effect
Features include snakes, crocodiles, lady
frogs, turtles, cars, lorries and logs
KEI/JS 1 6 K / 4 8 K  E S I S

TINY TOT'S SEVEN
Super games pack for younger children with
bright colour graphics and sound effects
Everybody's favourite Si mon plus Super
Snap O's and X's. Word Jumble. Bomber
Duck Shoot and Mad Drivers.momKB V I  95

AVAILABLE SEPT 1983
KONG K B / J S  E S A ' S
XENO II K B / J S  E 5 1
1
5

T R A D E  E N Q U I R I E S  29 WEST H ILL, DARTFORD, KENT. (0322) 92511

AMR G  SOF WARE
8 H I G  S T R E E T ,  HO RL EY SURREY.

24 HR.  C D I T  CARO SALES HO r  E Y  (02934)6083
PAYM T  BY CHEQUE, P A C C E S S / V I S A

50p post 8t pac ging
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Welcome to arcade arena — your chance
to prove yourself a keyboard wizard. This
month we've got games for the Dragon,
ZX81, Texas and the BBC A. Each is a
special arcade style game which will test
your co-ordination to the limit. But if you
are under 16 and think you can take on
all-comers at the game of your choice —
and end up with a top score — then we
want to hear from you. Achieve the
highest score you can on the game

we've published for your machine and
get one of your parents or a teacher to
witness your score and then fill in the
form on this page. With your score duly
recorded and signed by your willing
witness all that's left to do is to pop it in
the post to us at Computer and Video
Games to reach us before October 16th.
The top three players of each game will
be invited to a grand final at a venue and
date yet to be fixed.

Please enter the following score in your Arcade Arena Competition. I scored
on the following game:

BBC INVADER fl  C H I C K E N SLALOM LIGHT CYCLES LI1

SCORE WITNESSED BY:   W I T N E S S '  SIGNATURE:

MY NAME IS:  A D D R E S S :

T E L :



No arcade supplement would be complete without them,
those l i ttle  green a l iens  w h o  Invaded the  hearts  o f
millions and began the video boom all those years ago.

We've looked through our files and uncovered a  ver-
sion of the game that launched a thousand aliens. This
version of the classic video game has it all. Four rows of
different coloured aliens. A mother ship which when hit
registers a mystery score. Multiple bombs, six screens
of varying difficulty. All this and the sound effects too!
Keys to control your laser bases are Z for left, X for right.
The space ba r  fires y our laser. Type  the  program in
using Mode C.

All instructions a r e  i n  BBC/Microsoft Ba s ic  a pa r t
from:—
1. F u n c t i o n  FNHI T w h i c h  u s e s  t h e  A c o r n  P E E K ( ? )  t o

examine the  screen location in front of the  Bombs
and Bullets.

2. *
F X  
c
a
l l
s  
*
1
1
.  
1  
t
o  
s
p
e
e
d  
u
p  
t
h
e  
k
e
y
b
o
a
r
d
.

15, 1 to prevent excessive keyboard repeats.
3. •Tv 255 to lower the TV display.
4. VDU to disable the cursor (lines 10, 20, 30, 180)

A suggested Amendment to  provide skill levels is :
Line No.
305 INPUT TAB (10, 22) "SKILL LEVEL 1 or 2" SKILL
1735 IF SKILL =  1 AND C =  - I  GO TO 1750.

This should have the effect of moving the aliens down
every reversal on SKILL 2  (this is the existing skiLi. level),
and every other line on mu_  1.

Also, for  the  real enthusiast, Assembler routines to
move the  Mother Ship a nd Bullets and Bombs would
give a  much smoother fl ow to the  game, overcoming
even the BBC Basic's slowness. If you write the routines,
send me a copy, please!

48 COMPUTER & VIDEO GAMES

A -  Start of print of Invaders in the For:Next loop
B =  Finish of print in the For: Next loop
C =  Step Value (-F or -2 )  in the For: Next loop
AL to IX =  Count of -
S h o t "  
I n v a d e r s
.  
U s e d  
t o  
p r e v
e n t  
l i
n e  
p r
i n t  
i
t

all Invaders shot
B1 (1 to 2) =  Character position of random Bomber
B2 (1 to 2) =  Line position of Bomb
B3 =  prevents print of space (if value 2) on initial bomb drop
B4 (1  to  10 ) =  invader Column. When value -  4  complete

column destroyed.
Fl =  Character position of Bullet
F2 =  Line position of Bullet
F3 =  Character position (F1) converted to position of Invader in

String (AS to OS)
H -  Height of Invader line (in TAB)
N -  Character Position el Base (in TAB)
NT & ST are Time Variables. ST used a t Program Start and

Mothership. NT in Main Loop. NT is adjusted alter
shouting a full screen.

AS to DS (1 to 20) =  Line of Invaders in sets 1 to 10, 11 to 20 tor
movement.

AAS (1 to 3)- -  Display of lines left (as Bases)
= Step in main loop to spacefill the AS — OS after shooting

an Invader.
V A
.
=  
R
e
c
o
r
d  
o
f  
f
u
l
l  
s
c
r
e
e
n
s  
"
s
h
o
t
"
.  
A
d
j
u
s
t
s  
s
c
o
r
e
,  
s
t
a
r
t  
l
i
n
e  
a
n
d

Time loop.
H% = Used in Mothership processing.

= Sets up AS to OS.
J% =  General For:Next Loops.

= Used in Scoring.
M% = Used in moving Laser Base.
X% -  Used as result Irom ENNUI

Score — High Score.
Z% = INKEY



>L IST
50N ERROR GOTO 2 5 0 0

10 4 :TV  2 5 5
20 VD U  2 3 , 8 2 0 2 ; 0 ; 0 0 •
40 S C OR E = 0 :H % = 0 :F1 = 0 :F2 = 0
50 D I M  A S ( 2 0 D I M  B $ ( 2 0 ) : D I M

r $ ( 2 0 ) : D I M  D . ( 2 0 ) : D I M  F 1 1 ( 3 ) : D I M
B 2 ( 3 ) : D I M  E 4 ( 1 0 ) : D I M  w i s ( 3 >

60 I F  X % = 8 9  C OTO 3 2 0  E L S E  Y % =0:GOTO 2 0 0
70DEF PROCEASE
9 0 M = 0

100 I F  I N K E Y K - 9 8 )
40

110 I F  I N K E Y ( - 6 7 )
3

M%= -
1 : G
0 T O
1
M•=  1 : G O T 0 1 4

120 I F  I N K E Y ( - 9 9 )  P R OC FIR E
130 GOT0 1 9 0
140N=N+M%
1 5 0 IF  N = 3 6  N = N - 1
1 6 0 IF  N < 1  N = N + 1
1 7 0 P
R I N T
T A B (
0
,
2
3 ) C H
R S ( &
9 6 ) ;
T A E

r 4 ,2 3 ) "  - )  "
1 8 0 * FX 1 5 , 1
190ENDPROC
200 MODE 7
210 R EM SPAC E IN VAD ER S -  R .  W H

ITEHEAD -  J U N E  1 9 8 2
220  P R I N T T A E ( 1 0 , 2 ) C H R S ( 1 4 1 ) ; C H

R$
(
&
8
3
)
"
B
E
E
E  
I
N
V
A
D
E
R
S
"

230  P R I N T T A W 1 0 , 3 ) C H R S < 1 4 1 > C H
R $ ( e
,
8 3 ) "
. B E E
E  
I N
V A
D E
R S
"

240 P R I N T T A B ( 9 , 6 ) C H R W A 9 5 ) " f < w
9
"
;
C
H
R
S
(
&
8
1
>
"  
=  
M
Y
S
T
E
R
Y  
P
O
I
N
T
S

250 P R I N T T A B ( 1 0 , 8 ) C H R S ( A 9 4 ) " 9 1
C H R S(&8 4 ) "  =  1 0 0  P O I N T S "
260 P R I N T T A E ( 1 0 , 1 0 ) C H R S ( & 9 3 ) " f

3"JcviRs“;,8?)- -  8 0  POINTS"
270 P R IN TTA D ( 1 0 ,1 2 ) C H R S ( & 9 2 ) "4 - 1

q " ; C H R S ( & 8 2 ) "  =  6 0  P O I N T S "
280 P R I N T T A B ( 1 0 , 1 4 ) C H R S ( & 9 1 ) " -

" ;C H R S K & 8 1 ) "  =  4 0  P O I N T S "
290 P R I N T T A B ( 1 0 , 1 6 ) " 2  K E Y  =  L E

F T " ; T A B ( I 0 , 1 8 ) " X  K E Y  =  R I G H T "
300 P R I N T T A B ( 1 0 , 2 0 ) " S P A C E  B A R

TO F I R E  L A S E R "
310 S T= TIM E :R E P E A T U N T I L  T I M E8T+500

320 C L S : P R I N T T A B ( 1 0 0 ) S C O R E : H A
$ ( 1 ) =
"
- }
" : R A
V
2
) = "
-
) " : A A
S ( 3 )
= " -

330  P R I N T T A B ( 0 , 0 ) C H R $
( 9 6 ) , A H $( 1 > ; "  " A A $ ( 2 ) ; "  " A A $ ( 3 ) ; C H R W A 0 8 7

) ; T A B ( 2 2 , ) > " H I G H  SCORE =  " , Y %
3 4 0  S T = T I M E ; G O T O  1 0 0 0
350DEF PROCEOME
360 I F  E 1 ( 1 > + B 1 ( 2 )  < >  0  PROCDR

OF' :ENDPROC
370  FOR  J % = 1  T O  R N D ( 2 )
380 B l ( J % )  =  R N D ( 1 0 )
390  I F  E t4 < E 1 < J % ) > = 4  GOTO 5 0 0
400  I F  D L  <  1 0  GOTO 4 4 0
410  I F  C L  <  1 0  GOTO 4 5 0
420  I F  E L  <  1 0  GOTO 4 6 0
4 3 0  GOTO 4 7 0
440  I F  D S ( D 1 ( J % ) )  < >

GOTO 4 8 0
450  I F  C S < B 1 ( J % ) )  < >

% )=H +5 .G0 TO 4 8 0
460 I F  E S ( B l < J % ) )  < >

.)=H +3 :GOTO 4 8 0
4 7 0 B 2 ( J % ) = H +
14 8 0 B 1 ( J % > = K B 1 ( J %
)
*
2 ) +
I

4 9 0  B 3 = 0
500NEXT
510PROGDROP
5 2 0  ENDPROC
530DEF PROCDROP
5 4 0  FOR  J 1  T O  2
5 5 0  I F  B 1 ( J 7 . ) = 0  GOTO 6 6 0
5 6 0  I F  B 3 = 0  B3 =B3 4 -1 :GOTO 5 9 0
5 7 0  I F  B 3 = 1  A N D  B 1 ( 2 )  >  0  B3=1'.

7
)
.
4
-
1
:
G
0
T
0  
5
9
0

500  P R I N T T A B ( B 1 ( J % ) , E 2 ( J - 1 ) "

5 9 0  X % = F N H I T K E l < J % ) , B 2 ( J % ) )
6 0 0  I F  B 2 ( J % )  <  2 3  GOTO 6 2 0
610  I F  X %  < >  0  A N D  X%  < >  3 2  F R

OCGOTYOU:PROCEASE:GOTO 6 5 0  E L S E
GOTO 6 5 0

620  I F  O P  X % = 3 2  P R IN TTA B
( 1 1 1 ( J % ) , B 2 ( J % ) ) " : " : B
2 ( J
%
) = B 2 ( J % >

+1 :GOTO 6 6 0
630  I F  X % = 9 4  P R IN TTA B ( 1 3 1 C J % ) ,E

2 ( J 7 , 0 ) "  " : F 1 = 0 : G O T O  6 5 0
640  I F  X % = 2 5 5  P R IN TTA B < E 1 ( .1 % ) ,

E 2 < J % ) > " a "  E L S E  P R I N T T A B ( B 1 ( J %
)
.
E 2 ( J % > > "

6 5 0 B 1 ( J % ) =
0660NEXT
670 ENDPROC
680 D E F  PPOCGOTYOU

I
O

11
1

- B 2 ( J

" B 2 (

"
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1 690  SOUNDO - 1 0 , 1 4 ; 1 5
700  P R  I NTTAB( E (  J% ) - 1 , 2 3  >CARS(.

) " " >  "
710  N T = T  I ME : REPEAT U N T I L  T I  ME=

AT+100
720 L I V E = L  IVE+1
730  I F  L I V E  <  3  GOTO 8 1 0
740  C L S  : PR I NTTAB( 1 0 , 1 0  ) "  GAME n

,ER' TAB( 1 0 , 1 2  ) "  YOUR SCORE
CORE

7 5 0 I F  SCORE< Y.% P R  I NTTAB( 1 0 , 1 4  )
"H IGH SCORE =  "  ; Y% E L S E  P R I  ATTA
B< 1 0 , 1 4  ) " T H I S  I S  T H E  H I G H  SC OR E"
: Y%=SCORE

760  P R  I NTTAB( 1 0 , 1 8  ) "  ANOTHER G A
ME?" : X%=0 : X%=GET : I F  X%rg.99 R U N

770  I F  X%  < >  7 8  TH E N  7 4 0
780  O L S
aoo E N D
810 A R S ( L I V E > = "
aao  P R I N T T A B ( 0 , 0 ) C H R S ( & 9 6 ) A R S
,I ) "  " ; A R S ( 2 ) "  " ; A A S ( 3 )
830  P R I N T T A B ( N , 2 3 ) "
840  N = 1 : P R I N T T A B ( 0 , 2 3 ) C H R

850  I F  F l  >0 P R  I NTTAB( F 1 , F2  ) "
860  F 1 = 0
870  ENDPROC
880 D E F  PR OC L  I
890  P R  I ATTAB( ,  H >CHRS( &94  );  TAP

( I  H  ) "  "  ; AS( R%+1 ) ;  "  "  ; AS( A%+'2
" A S (  A%+3 ) ; "  "  ; AS( A%+4 ) "  "  H s i

( A%+5 ) ,  " "  j  AS( A%+6 ) "  "  ; AS( A%+73
" " . A S ( A % + 8 ) j "  " ; A S ( A % + 9 ) . "  " J R

$ ( A % + 1 0 > ; "  "
.
.
1
0
0
E
N
D
P
R
O
C

910  D E F  PR OC L 2
920  P R I N T T A B ( 0 , H + 2 ) C H R $ 0 1 , 9 3 ) , T

AB( I  , H+2 ) "  "  B S (  R%+ I > ; "  "  B S (  A%
" "  j  DVI.3%-f-3 ))  "  "  •E $ (  R%+4 ) ;

BS( A%+5 ) ;  "  "  • B s (  R%+6 ) ; "  "  B S (  n
) ;  "  "  , Bs(  A%+8 > ; "  "  ; BS( R%+9 ) j

" ; BS( R%+10 ) ,  "  "
930ENDPROC
940DEF PR OGL 3
9 5 0  P R I N T T A B ( 0 , H + 4 ) C H R S ( & 9 2 ) ; 1

AB< I  H + 4  ) "  "  G S (  A%+1 ;  "  "  j CS( A%
+2 ) ; "  C S K  A%+3 ) ;  "  "  ; CS( A%+4 ) ,  "
" ; CS( A%+5 ) "  "  ; CS< A%+6 ) ; "  "  ; CS( A
%+7 ) j "  "  ; A % + S  > ; "  "  C S
(  A % + 9  ) ;" C S (  A%+10 ) ;  "  "

960ENDPROC
970DEF PR OC L 4
980  P R  I N TTAI'  0 .. 11+6 >CHRS< )  ; I

AB': I  , H+6 ) "  "  D S (  R%+1 )  j "  "  D S (  A%•
+2 ) ,  • "  , D$( R%+3 ) ;  "  "  D S (  A%+4 ) ;  "
" j  DS( A%+5 ) ;  "  "  j  DS( A%+6 ) ;  "  "  D S <  A

" "  ; DS( Fl%+8 ) ;  "  "  D S (  A% + 9 ) ,
Ds( R%+10 ) ;

990ENDPROC
1000 N = 0 : A L = 0 : B L = 0 : C L = 0 ; D L = 0
1010FOR I % = 1  T O  1 0
1 0 2 0 A S ( I% > = "fi S "

pp

1 0 3 0 N E
41040FOR I • = 1 1  T O  2 0
1 0 5 0 A S ( . 1 %
) =
"
9 1
"

1060NEXT
1070FOR I % = 1  T O  1 0
1 0 8 0 E V I % )
=
" f
9 "

1090NEXT
1100FOR I % = 1 1  T O  2 0
1 1 1 0 B $ ( 1 " . '
"1 1 2 0 N E T
1130FOR -
1 % = 1  
T O  
i O

1 1 4 0 G S ( I %
)
" o y
"

1 1 5 0 N E
,
O
.

1160F0R I % = 1
1  T O  
2 0
1 1 7 0 1 _ , A i k . 1 %
)
"
v "

1180NEXT
1190FOR I % = 1  T O  1 0
1 2 0 0 D V A %
) =
"
- > "

1210NEXT
1220FOR I %
-
4
,
-
-
1 1  
T O  
2 0

1 2 3 0 1 )
7
- 0
. - - ,
" > m "

124011EXT
1250 A = 0 . 1 : = 0 : C = 0 . 0 . 2 . 4 - C % : F 1

, 0
1260 P R I F I T T A E ( 0 , 2 0 ) C H F V & 9
1270 FOR  I i  T O  4
1280 P R I N T "  x " C H R S ( & FF) GH WV

" ) C H R S ( & F F ) " t  " ;
1290 N E 4 T I %
1300 P R I N T T A P . o . a l  .1 •H P$ 0 ;,9 2 '
1310 FOR  1 0  4
1320 P R I N T "  " I I H R S (  i&FF)CHR$(1

" C H R $ ( 1 1 . , F F C H P S
F F ) "1330 • E

.
; . J  
I .

1.340 P R I N T T A 3 ( 0 . 2 3 ) C H R S ( & 9 6 ) "

1350 PR OC A
1360FOR I = A  T O  B  S T E P  C
1370 I F  T I M E - S T  7 .
,
=  5 0 0  
P R O C W
,
A I

1380 I F  M . : 2 0  H %
-
- 0
1390 I F  H % > 2  A N D  H 3 3  PROCMSHI

1400 I F  A L = 2 0  GOTO 1 4 3 0
1410 PR OC L 1
1420 PROCBASE
1430 I F  B L = 2 0  GOTO 1 4 7 0
1440 PR OC L 2
1450 PROCBASE
1460 I F  H % >2  A N D  H % <3 3  PROCMSHI

1470 I F  C L = 2 O  GOTO 1 5 0 0
1480 PR OC L 3

.1 4 9 0  PROCBASE
1500 I F  D L = 2 0  GOTO 1 5 3 0
1510 PR OC L 4
1520 PROCBASE
1530  PROCBASE
1540 P R OC H IT
1550 N T = T I M E 4 . ( 4 0 - ( C * 1 0 ' )
1560 Fi%=8%4-10
1570 SOUND 3 , - 1 6 , F i % 4 - 1 . 4



ii

1580 PR OC H IT
1590 FROCBASE
1600 R EPEAT FROCEASE
1610 FR OC H IT
1620 U N T I L  T I M E > = N T
1630NEXTI
1640 GOTO 1 3 5 0
1650 D E F PROCA
1660 I F  E = 8  A = 8 : E = 1 : C = - 1  E L S E  B

= 8 A = 1 : C = 1
1670 FOR  J % = 0  T O  6  S T E P  2
1680 I F  J % = 0  A N D  A L = 2 0  GOTO

ITI

1690 I F  J % = 2  AN D  E L = 2 0  GOTO 1 7 3
0
1
7
0
0  
I
F  
J
4  
A
N
D  
C
L
=
2
O  
G
O
T
O  
1
7
3

6 -1710 I F  J % = 6  A N D  D L = 2 0  GOTO 17 :1
•_1

1720 P R I N T T A E ( 1 , M 4 - j % ) "
1730 N EXT
1740 H =H +1
1 7 5 0 IF D L  <  2 0  AN D  H = 1 4  GOTO 1 7

90
1760 IF C L  •  2 0  A N D  H = 1 6  GOTO

90
1 7 7 0 IF E L  <  2 0  A N D  H = 1 8  GOTO 1 7

90
1 7 8 0 IF H  <  2 0  GOTO 1 8 0 0
1790 .5%
.
= 
1 : E l
( J
% ) =
N :  
L I
V E
= 3
: P
R O

CGOTOYOU
1800 ENDPROC
1810DEF PR OC F IRE
1820 I F  F l  0  GOTO 1 8 5 0
1830 F1=N-1-1
1840 F 2 = 2 2
1850 PR OC H IT
1860 I F  F l  =  0  GOTO 1 8 8 0
1870 P R I N T T A E ( F 1 , F 2 ) " ' "
1880ENDPROC
1890 D E F P R OC H IT
1900 PROCBOME
1910 I F  F 1 = 0  GOTO 1 9 7 0
1920 F R I N T T A B ( F 1 , F 2 ) "
1930 F 2 = F 2 - 1
1940 PR OC H ITA
1950 I F  F 2  <  1  F 1 = 0 : G O T O  1 9 7 0
1960 I F  F l  >  0  P R I N T T A E ( F 1 , F 2 ) "

1970 ENDPROC
1980DEF PROCSCORE
1990 SCORE =  5 C O R E + K ( 1 0 - ( F 2 - H >

t i e )
2000 P R IN TTA B ‹ 1 0 ,0 ) S C OR E
2010 F 3 = ( F 1 - 1 )
4 1
- 1
2020 F 3 = I N T ( F 3 / 3 )
2030 1 i 4 ( F 3 ) = B 4 ( F 3 ) + 1
2040 L F 2 - H
2050 FOR  J 1  T O  2
2060 I F  L 6  GOTO 2 1 2 0
2070 I F  L 4  GOTO 2 1 1 0
2080 I F  L % = 2  GOTO 2 1 0 0
2090 A S ( F 3 ) = "  " : A L = A L - 1 - 1 ; G O T O

130

2100  E V F 3 ) = "
BL=BL4-1:GOTO 2 1 3 0
2 1 1 0  C S ( F 3 ) = "
CL=CL4.1A3OT1J 2 1 3 0
2120  D $ ( F 3 - ) = "  " : D L = D L - I r l
2 1 3 0  F 3 = F 3
4 -
1
0

2 1 4 0  N E X T J %
2 1 5 0  I F  AL*-EL-1-CL+DL=80 C%=C%4-1•

C L S : P R I N T T A E ( 1
0 , 1 0 )
C
H R V 1 4 1 ) . C H R

$ ( & 8 1 ) C 1 0 0 , "  P O I N T S " : P R I N T T A E (
1 0 . 1 1 ) C H R $ ( 1
4 1 )
; C H R
S ( & 8 1 ) C
% * 1 0 0 ,

" P OIN TS " :S C OR E = S C OR E + C % * 1 0 0 ;N I
TIME :REPEAT U N T I L  T I M E = N T 4 - 3 5 0 : :
=SCORE

2 1 6 0  I F  AL-FEL-1-CLI-DL=80 C L E A R S -
 ORE=X%:X%=89:GOTO 5 0

2 1 7 0  F 1 = 0
2 1 8 0  ENDPROC
2 1 9 0  D E F  F N H I T ( c h , l )
2 2 0 0  , , 7 ( & 7 0 0 0 4 - ( 1 * 4 0 ) + c h )
2 2 1 0  D E F P R OC H ITA
2 2 2 0  X F N H I T ( F 1 , F 2 )
2230  I F  X 0  OR  X 3 2  ENDPROC
2 2 4 0  I F  F 2  <  2 0  GOTO 2 2
1
7 0
2250  S O U N D 0 , - 1 0 , 0 , 1
2 2 6 0  I F  X %  =  2 5 5  P R I N 1 1 A B (
0 ,
F
2

CHRS( 9 2 ) T A B ( F 1 , F 2 ) " 2 " I F 1 = 0 : E N D P
ROC E L S E  P R I N T T A B ( F 1 , F 2 ) "  " . F 1 = 0

ENDPROC
2 2 7 0  I F  % = 1 2 4  P R I N T T A E ( F 1 , F 2 ) "
- .F1 =0 :EN D PR OC
2280  I F  F 2 = 1  PR OC MH IT:GOTO 2 : 3 1
2290  I F  F 2 = 0  F 1 = 0 : G O T O  2 3 3 0
2 3 0 0  P R I N T T A B < F 1 , F 2 ) "
2 3 1 0  S O U N D 0 , - 1 0 , F 2 - H , 5
2 3 2 0  PROGSCORE
2330ENDPROC
2340DEF PR OC MSH IP
2 3 5 0 I F  H % >1  A N D  H % ‹ 3 3  GOTO 2 3 8 0
ELSE I % = R N D (
2 )2 3 6 0 I F  I % = 1  I % = - 2 : H % = 3 3  E L S E  H
.
.2 3 7 0  S T = 0
2 3 8 0  P R I N T T A 1 ( 0 , 1 ) C H R V & 9 5 ) T A B C

H % ,1 ) "  f ( w 9
2390  H%=H%-..1%
2400  I F  H 1  O R  H % >= 3 3  S T = T I M E

: P R I N T T A B (
0 , 1 )
" 2410  ENDPROC

2420DEF PR OC MH IT
2 4 3 0  FOR I% = 0  T O  5 5 5  S T E P  7 • S O U

N D 1 , - 1 5 , I %
, 0 :
N E
X T

2440  S C O R E = S C O R E “ R N D ( 3 ) * 1 0 0 )
P450 P R  N T I R E (  9 ) C H R S (  :1,86 )Serl f;
-E cHRsol,e7
2 4 6 0  P R I N T T A E ( H % , 1 ) "
2 4 7 0  ENDPROC
2500CLS
2 5 1 0 I F  E R R < > 1 7  R EPOR T: P R I N T " ; l t
l i n e  " ; E R L
?520417X 1 5 , 1

01
,

1
0



1

Why did the chicken cross the
road. Not to get to the Kentucky
Fried shop that's for sure! To
di scover  j ust w hy  our  feather ed
friend made this perilous journey
you'll have to key in the game —
and r emember ,  I f you get  a top
scor e let us  know!

Thi s is a  ver si on of  that ar cade
favour i te Fr ogger .  Except  thi s time
the cute l i ttle gr een hoppe r  has
been r epl aced by  fl uster ed
char acter  of  the  feather ed ki nd.
Just l ike the fr og thi s chi cken has
to cr oss a busy  hi ghway  to get
home.  Wi l l  s he  make i t? Over  to
you!

52 COMPUTER & VIDEO GAMES

•
•

You get  four  l i ves to star t wi th,
and get  an extr a l i fe for  ever y 200
poi nts scor ed.

There are two skill levels. The
player must select which one he
wi shes to pl ay at the star t of each
game. You use key 5  to move left,
8 to move right and 7 to go up.

PROGRAMNOTES

6-4er

In or der  to speed the  ga m e  up the
author has used POKES instead of
the nor mal  P RI NT AT statements.
Li nes 60-70 hol d the star t l ocat i ons
of the P O KE  c om m a nd.

0 M P E m  B V  P A U L  G R E E N U 0 o u
1 L E T  I - I C = 1 N T  ( R N D * 1 0 0 ) 4 - 5 0L E T  N $ = " T H E  C O M P U T 7 7 , "

G O T. :
,  
2 0
0 0

5  L E T  5 C = 0_-
8  L E T  F R = 4
7  L E T  D C = 2 0 0

1 0  L E T  " l i t t i n t 1 4 - / O H E M M i n g ,
= W I A N M A t H  0 1 1 E 4

1 2  L E T  5 $ = "  J A M  j i l i a

i s  P R I N T  A T  3 . 0 : " ' " ' " = " m m m m " m m "J  A N A

2 0  P R I N T  A T  1 9 . 0

2 5  F O R  R  = 0  T O  5 ' 1
3 0  P R I N T  R 7
4 0  N E X T  A
5 0  P R I N T  A T  0 , 0 ;  " S C O R E  : ? "  ; R T  0

, 2 0  ; " C H I C K E N  - 4
5 5  P R I N T  A T  2 1 , 0 ;  " H I G H  S C O R E :

A T  2 1 , 1 7  " E r e  "  N S
8 0  L
T  
z  
=  
+
P  
E
E
K  
1
6
3
9
6
4
-
2
5
6  
*
P
E
E
K

7 0  L E T  N  = Z 4 - 6 3 0 4 -  i . I N T  ( R t . 4 0 i  k2g10 + 4
1 5 3 9 7

Eke L E T  O r z i a
2 0 0  L E T  A S = R $  k 2 T O  )  4 - R$  1
2 1 0  L E T  $ = 6 $  ( 2  T O  4 - S $  t 1 )
2 2 0  P R I N T  A T  1 , 0
2
-
2
5  
P
R
I
N
T  
A
T  
5
,
0
;  
8
$

2 3 0  P q  I N T  A T  7 , 5 ;  E $

BY PAUL GREENWOOD

2 3 5  P R I N T  A T  0 , 2 , B $
2 4 0  P R I N T  P T  1 3 , 0 ; 8 0
2 4 5  P R I N T  A T  1 6 , 3 , 6 $
2 5 0  L E T  C = P E E K  N
2 6 0  P O K E  N , 1 2
2 7 0  I F  I N K E Y $ = " 7 "  T H E N

1
L E T  1_
,  
- 3

3 2 7 5  I F
2 8 0  I F
2 8 5  I F

I F
2 9 5  I F
3 0 0  I F
3 0 1  I F
3 1 0  I F
3 1 5  I F

0  1 5 0 0
3 2 0  G O T O  2 0 0

1 0 0 0  L E T  F R = F R - 1
1 0 1 0  P R I N T  A T  0 , 2 0 ; " C H I C K E N : " , F P
1 0 2 0  I F  F R < = 0  T H E N  G O T O  1 8 0 01 0 3 0  G O T O  6 0
1 5 3 0  F O R  F = S C  T O  5 C + I N T  I R N D * 5 0 )4 - 2 0  S T E P  2
1 5 4 0  P R I N T  A T  0 , 8 ; F
1 6 5 0  N E X T  F
1 5 6 0  L E T  5 C = F
1 5 6 6  I F  S C > = D C  T H E N  L E T  F R = F R 4 - 1
1 6 6 7  I F  S C > = D C  T H E N  L E T  D C -0
1 5 6 8  P R I N T  A T  0 , 2 0 , " C H I C K E N : " ; F R1 5 7 0  G O T O  6 0
1 8 0 0  F O R  P = 1  r o  l o

I N K E Y $ =
-
5
-  
T H E
N  
L E
T  
D
=
-
1

I N K E Y $ = " 8
-  
T H E N  
L E
T  
D =
1 .

0 0 = 1  T H E N  L E T  V = 0 4 - - 3 3
0 0 = 1  T H E N  L E T  N = N - I - U
0 0 = 0  T H E N  L E T  N = N + D
0 0 = 1  T H E N  P O K E  N - V A C
0 0 = 0  T H E N  P O K E  N - D . 0
C > = 1 2 8  T H E N  G O T O  1 0 0 0
C > = 4 2  A N D  C < = 5 2  T H E N  G O T



1 8 0 2  N E X T  P
1 8 0 3  I F  S C > H C  T H E N  0 O 5 U 6  2 1 0 0
1 8 0 5  P R I N T  F
I
T  
0 , 2 0 ; " @
C W O M M N
O M S
-

1 5 0 6  P R I N T  A T  0 . 2 0 ; " C H I C K E 4  0 -
1 8 0 7  P R I N T  A T  2 1 _ , 0 ; " M E O E M 1 4
4 4 2 4 1 1 -, H C ; A t  2 1 , 1 7 ; 1 g 1 1 . - N $
1 8 0 6  P R I N T  A t  2 1 , 0 - H I G H  5 C O R E 1 -
: H C : A T  2 1 , 1 7 : - 6 Y : - ; N $
1 8 1 0  P R I N T  A T  1 5 p 0 ; " P R E S 5  A N Y  K E
Y T O  C O N T I N U E
1 5 2 0  I F  I N K E Y $ = " "  T H E N  G O T O  1 8 0 5
1 6 3 0  C L 5
1840 G o
-
r o  
a l a
o

2 0 0 0  P R I N T  -  N a l a "
"2 0 1 0  P R I N T  A T  3 , 0 ; - T R Y  T O  G E T  T OT H E  O T H E R  S I D E  O P  T H E  R O A D "
2 0 2 0  P R I N T  A T  5
:
0 r • T O  
T H E  
C H I C
K E

4 5  H O H E "
2 0 3 0  P R I N T  A T  8 , 0 ; " I F  H O W E V E R  O N

T H E  W A Y  Y O U  H I T  A  —
A l a
—  Y O U

LO S E  A  L I F E "
2 0 4 0  P R I N T  A T  1 0 , 0 ; " ( Y O U  H A V E  4
L I V E S ) "
2 0 5 0  P R I N T  A T  1 3 , 0 ; " I F  Y O U  G E T  T
0  T H E  O T H E R  S I D E  Y O U R  S C O R E  I
5  I N C R E A S E D "
2 0 5 0  P R I N T  A T  1 8 , 0 - Y O U  G E T  A  N E
W C H I C K E N  E V E R Y  2 0 0  P O I N T S
-2 0 7 0  P R I N T  A T  1 6 , 0 " T H E  K E Y S  A R E

L E F T : 5  U P : 7  R I G H T : 6 "
8%080 P R I N T  P T  2 1 , 0 , " P R E S S  A N Y  K E
Y T O  C O N T I N U E
- cn 04 I F

N K E Y $ = - -  T H E N  G O T O  2 0 9 0

Variables:
HC: high score (set at a number between 50-150).
NS: name to be entered using high score string.
SC: score.
FR: number of chickens (set at four).
DC: number score player has to beat to get extra chicken (set at
200).
A$: string containing chickens home and danger. The
chequered characters must be entered as CHR$ 136.
B$: cars that chicken has to dodge (made up of CHRS 129,
CHRS 138, CHR$ 129).
Z: start position on POKE command.
N: poke position for chicken.
D: direction of chicken.
C: check on position of chicken. 00: skill level.

2 0 9 5  C L S
2 0 9 7  G O T O  2 1 8 0
2 1 0 0  L E T  H C = 5 C
2 1 0 2  C L S
2 1 0 3  F O R  I = 1  T O  5
N S
-
2 1 0 5  P R I N T  P T  0 , 7 ; " C O N G R A T U L A T I O
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-
2 1 1 0  P R I N T  A T  0 , 7 - N X I M M A Z W E I A A I A M M
2 1 2 0  N E X T  I

2 1 3 0  P R I N T  P T  3
, 0
-
Y O U  
G O T  
T H E  
H

I G H  S C O R E
2 1 4 0  P R I N T  A T
2 1 4 5  P R I N T  P T

1 2  L E T T E R 5 ) "
2 1 5 0  I N P U T  N $
02 1 6 0  I F  L E N  N $ > 1 7 1 2  T H E N  G O T O
2 1 7 0  C L S
2 1 7 5  R E T U R N

2 1 8 0  P R I N T  A T  0 , 0 - 6 K I L L  L E V E L "
2 1 9 0  P R I N T  A T  3 , 0 - 0 = H O V E  F O R W A RD O N  K E Y B O A R D "

2 1 9 5  P R I N T  A T  4 , 0 " 1 = H O V E  F O R W R RD C O M P U L S A R Y -
2 2 0 0  I N P U T  0 0
2 2 0 5  I F  / N T  ( 0 0 ) < 0

T H E N  G O T O  2 1 6 0
2 2 1 0  G O T O  2 2 2 0
2 2 2 0  C L 5
2 2 3 0  G O T O  5
: J 0 0 0  S A V E  - C H I C K E E "7 0 0 1  G O T O  1

5 , 0 ; - E N T E R  N A M E "
6
,
0
;
"
(
N
O  
H
O
P
E  
T
H
R
N

O R I N T

2 1 5

F O O
-
f > 1
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100 CALL CLEAR
110 LIFE=5
120 MAN=15
130 CALL CHAR(42,3838907C3A382828")
140 CALL CHAR(43,"181C1E1710101010m)
150 TRY=1
160 GOSUB 800
170 REM S E T  HEIGHT (VERTICAL

DISTANCE BETWEEN GATES)
180 HEI6HT=TRY+14
190 I F  HEIGHT<20 THEN 210
200 HEIGHT=170(ND*5
210 REM S E T  WIDTH OF GATE
220 WIDTH=10-TRY
230 I F  WIDTH)4 THEN 2 5 0
240 WIDTH=24.RND*3
250 REM S E T  NUMBER OF GATES PER RUN
260 GATES=10+TRY*3

54 COMPUTER & VIDEO GAMES

70 REM S E T  bCREENBOT
TnH80 B IM=2
4290 OFFSET=2
MO REM OUTER LOOP: ONCE PER RUN

FOR IN C =I TO GATES
520 CALL SOUND(-4000,-5,20)
330 REM S E T  LEFT GATE
340 LG=INT(RN0*(24-WI0TH)4OFFSET)
350 CALL H C H A R ( 2 3 4 3 )
360 CALL HCHAR(23,L6+WID1H143)
370 REM IN N ER  LOOP- RUN ONCE PER GATE
380 FOR IN C 2 =I TO BTM-HEIGHT
390 CALL KEY(3,KEY,STATUS)
400 CALL HCHAR(HEIGH1-1,MAN,32)
410 REM 3  ALWAYS RETURNS UPR CASE
420 I F  STATUS=0 THEN 460
430 A=POS0123178902".CHRS(KEY),1)41



Slalom racing is for the skier who
knows his sport. Only the best can
cope with the sweeps and swirls of the
giant slalom course. You'll have to be
a real cool customer to deal with the
dangers that lurk under the snow —
like ice or hidden rocks. You must take
them all into your stride as you hurtle
down the slope at break-neck speeds.

Author Stephen Shaw has come up
with a challenging simulation of the
real thing. He says runs one to three
are fairly easy — easy, for the
experienced downhill skier that is! Run
four is moderately difficult — which
could mean anything from almost fatal
to near impossible — but after that the
runs get harder!

As this is an Arcade Arena game
we'll want to hear about your top
scores. Stephen has given us a guide
to good scores on his game which
we'll pass on to you. If you get over
4,000 then you can consider yourself a
good skier — but you'll have to do
better if you want to fill in the coupon
at the start of this section.

If you score 6,000 then you are on
your way to stardom. If you race your
way to 8,000 then we want to hear from
you! Send us a postcard from the ski
resort where you've been practising

This game will also run in TI
Extended Basic. Use the top row of the
keyboard to control your skier.

440 I F  A=1 THEN 4 6 0
450 MAN=A42-1
460 REM

470 CALL HCH4R(HEIGHT,MAN.42)480 PRINT
490 NEXT I N C 2

500 REM T E S T  TO SEE I F  I N  GATE
510 I F  ABSIMAN-LG-WIDTH/21
•
)
=
W
I
D
T
H
/
2  
T
H
E
N 
5
2
0  
E
L
S
E  
3
6
0

520 LIFE=LIFE-1

530 CALL SOUND(-500,110,01
1 1 2 , 0 , 2 5 0
, 3 0 , - 4 , 2 )540 I F  LIFE=0 THEN 710550 SOTO 570

560 SCORE=SCORE+104TRY
570 NEXT I N C
580 SCOREmSCORE+50*TRY
590 PRINT
600 PRINT  "SCORE: ":SCORE
610 PRINT  " L I VES L EF T O : L I F E
620 PRINT  "RUN"IT RY; " COMPLETED"
630 PRINT
640 PRINT  "ANOTHER RUN COMING U P . . . "
650 PRINT
660 PRINT
670 FOR I N C = I  T O  RND*5004.700
680 NEXT I N C
690 TRY=TRY4.1
700 GOTO 1 8 0
710 CALL CLEAR
720 PRINT  "SORRY YOU RAN OUT OF L I VES"
730 PR IN T  "SCORE:":SCORE
740 PRINT  "YOU TERMINATED I N  RUN":"NUMBER:°;TRY
750 PRINT  "AGAIN? PRESS Y "
760 CALL KEY(3.KEY,STATUS)
770 I F  KEY=89 THEN 1 0 0
780 I F  STATUS=0 THEN 7 6 0
790 STOP
BOO REM INST RUCT IO NS
810 PRINT  "SLALOM RUN"
820 PRINT  "COPYRIGHT 1 9 8 3  S.SHAW"
830 PRINT  "FOR C&VG MAGAZINE"
840 PRINT
856 PRINT  " I N  T H I S  FAST AND":"INCREASINGLY D I F F I C
ULT GAME"
860 PRINT  "YOU MUST S K I  BETWEEN SETS OFFLAGS"
870 PRINT  " I F  YOU H I T  A  FLAG OR PASS":"OUTSIDE T H
E GATE,YOU LOSE ": "O NE OF F I V E
L IVES."
880 PRINT  "SCORE 1 0  X  LEVEL PER GATE":"AND 5 0  X  L
EVEL FOR EACH"
890 PRINT  "RUN YOU F I N I SH  A L IVE"
900 PRINT  "CONTROL SKIER BY PRESSING " : "K EYS 1  T O

111

910 PRINT  " 1  PLACES SKIER SCREEN LEFT"
920 PRINT  " =  PLACES SKIER ON RIGHT":"OTHER KEYS 1
N BETWEEN"
930 PRINT
940 PRINT  "PRESS ENTER TO CONTINUE"
950 INPUT  NULS
960 CALL CLEAR
970 RETURN
980 END
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Variables
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M t l E, • . . . . . e a d i  •  Af t  • • • • • . •
,
• 1  fi l i M m n o m .

W(4,2) =  Direction variable
I -  General loop variable
X, Y =  Player one's position
Z = Player one's direction
A, 8 -  Player two's position
C =  Player two's direction
P1 =  Player one's score
P2 -  Player two's score
AO = Right joystick's
horizontal movement
A2 =  Lett joystick's
horizontal movement
Al -  Right joystick's vertical
movement
A3 -  Lett joystick's vertical
movement

Remember the motorised gladiators in the Walt
Disney movie Tron? They battled it out on the
games grid in high powered jet-bikes. The loser
didn't come out alive! Now you can brave the
challenge of the Light Cycles from the safety of
your own micro. Try and send your opponent up a
dead end but you'll need quick reactions as the
game is very fast — and very playable. Players

must not touch the walls of the games grid or
their opponents light trace. Each game consists of
25 heats. The computer keeps score and declares
the winner.

You must not go back on your own trail It is
best to start the game with your joystick
In the neutral position so you don't get wiped out
straight away.

u i  POKEK4IFFD7,0 DIMW( 4 , 2  ) 0 F U R I = 1
-
1 1 J 4  R E H L ) W e ,  I  
1  ) ,  ‘
,
4 (  I  
•  
2 )
I N E X

•  )0 3 2 1  : Y:o16: 4=1
•124 Asell G m : 3
40 L.:LSO: FURL a l TU62 S E R  1 , 4 , 3  ) I SET< 1, j e ,  )  N EXT '
.7111 FUR iin4T030 s t “  1, 1, 3 ) SET< 6 2 ,1 ,3  ): NEXT I
Ski PR I  NT121 " s c o r t  : --P P 1  o P I
I N T t 1 4 0 ,  " P  I  
a v  e r 4 2 "  
P 2 J

i i  I F i N K E Y 4 s e " r H E N ( D U I
-
0 7 0

SET ( X,Y,  )
,
S E T  
)

-010 ) q • , ) <
4
4 .1 (  2
,
1  
)  
Y - 0
- 1 4
(  
Z
,  
2  
)
,  
A
t
a
t i
+
W  
C
,  
1  
) 1
E
n t
8 +
1
,
K  
C  
•  
2  
)

100 HOAIJUYS I'M )  H  I miJOYSTK
,
:, 1  )  ,
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230 r . . 0 1
.
0 0 0
,.1•40
250 I F P 1 > P 2  T H E N C L S O
,
P R I N T " P L A Y E R * 1  
I S  
T H E  
W I N N E R I " I P L
A Y
4
T 9 L 9 A 6 C D E F
G " I G O T 0 2 7 0

260 CLS51PRINT "PLAYER*2 I S  I H E  WI N N ER I " t PLAY" 19L9G F ED G 8"
270 INPUT"DO  YOU WISH T O  HAVE ANOTHER GAME"AglIFAIM"YESHORPS.8"Y"THENRUN

FO R100T08:CLSI:PRINT6,"G O O DEIYE":NEXTI
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DOCTOR SOFT
ADVANCED SOFTWARE

Of WYD PERSONAL
CCMRJTERS

Unit 19. Daniel Owen Precinct, Mold CH7 1AP
Telephone: Mold 56842

Zaxxon 16k cass/48k disk E25
Way Out 3D maze 48k E26
Necromancer 32k cass or disk E25
400 inc BASIC E140

AL
ATARI 8
4c
1
:('1_
2
: 
E 2 1
5

COMMODORE 64 E225

NAMF

ADDRESS

Phone orders welcome on 0352 56842

Postage & packaging FREE

Please accept my order for
I enclose cheque/PO for cs
or please debit my Access card no.

1 I

VIC; .9  63

Mr. Chip
SOFTWARE,

VIC 20 GAMES AND UTILITIES
JACKPOT
This is it, the ult imate fruit machine program for the VIC.  with
nudge, hold and re-spin. I t  XI% machine code
"Jackpot is  a  beaut ifully  writ t en s imulat ion giv ing superb
graphics. animat ion and use of  sound. I n f ai l ,  this program
makes Commodore's  Fruit  Machine cartridge look unbeliev-
ably cheap and nasty." — Home Comput ing Weekly
-
.  N o  2 0 ,

E5.50

Rt GSY 1Joystick Only)
lins  is a minefi eld with a difference as you step on the stork,
whilst collect ing purple boxes which give you both t ime and
points as they disappear f rom beneath your feet D O  N M
DESPAIR!  " B M W "  wil l  randomly replace the stones hut
avoid bumping into h im or  it 's  sudden death! A n  original.
compulsive and challenging game. . . . . . .
KWAZY KWAKS
Accuracy and speed are required f or this shooting g
t
a l l
5
:
5 1 1

superb use of colour and graphics in this new and challengine
game f rom the author of  J ACKPOT.  1011'
. m a c h i n e  c o d e ,joystick and keyboard control. „  C 5 . 5 4 1
MI NI -ROULETTE — PONTOON — HI -LOW
Three great games of  chance f or  the VI C,  t ry  t o beat the
computer. hours of fun, full colour, sound effects and
tunes
DATABASE — create your own files and records on tape £7.50
BANK MANAGER — Computerise your bank account £5 . 00
SUPER B A NK  MA NA G E R —  A  f ul l  feature version any
memory size. but needs 3K expansion   £ 7 . 5 0
M X  SOFT — Machine code Monit or and Disassembler. arty
memory size  £ 7 . 5 0

COMMODORE 64 GAMES
AND UTILITIES
LUNAR RESCUE — Our own version of that popular arLao,
game
PONTOON — ROULETTE — ACE'S HI GH
More powerf ul  versions. that  make three great  games o
chance for the 6-1   1 . 3 . 5 0
M X  SOFT 64 — Assembler and Disassembler, with decimal
to hex convener, everything our program for thc VI C will do
and more   £ 7 . 5 4 )
BANK MANAGER 64— As our Super Bank Manager  but tor
the 64   £ 7 . 5 0
Now available on disk with added facilities   E 1 0 . 0 0
Full documentation with all ut ility programs.
Other software available t or the V I ( '  and Commodore 64_
send f or f ree brochure,  inc luding RAI MI T SOFTWARE at
£5.99.
All our programs are now available on disk, please allow E2.50
extra.

Send ChequesIPOs to: M R .  CHIPSOFTWARE

Dept CVG, I  NEVILLE PLACE,
LLANDUDNO, GWYNEDD. LL30 3BL.

Tel: 0492 49747
WANTED: HI GH 'DUALI TY SOFTWARE OF ALL TYPES
FOR T H E  V I C,  C B M  64 A N D  SPECTRUM.  FO R U K

DI STRI BUTI ON AND EXPORT.

DEALER ENQUIRIES WELCOME

COMPUTER & VIDEO GAMES 5 7



rye just come back from seeing that
marvellous fi l m Tr on aga in a nd i t
sparked off an idea that it might be fun
to attempt to develop a  program to
imitate one of the effects used in the
Walt Disney movie.

The sequence from the film that parti-
cularly caught my  fancy is  the  one
where Flynn reconstructs a Recogniser
ship destroyed in battle from its consti-
tuent parts that happen to be  ly ing
arouncL He then proceeds to knock bits
off it again as he flies it into all sorts of
obstacles on his way to rescue Tron! Of
course, the graphics capabilities on the
average micro cannot match those that
the makers of Tron used. Hardware or
software available to people like us is
nowhere near as sophisticated.

However, b y  us i ng  t h e  s pr i te
graphics capabilities o f  the  Texas
Instruments T I  990'4a we  can plot a
spaceship and cause it to disintegrate
while remaining in motion the whole
time- The  diagram shows the  initial
shape of the ship.

It i t s
-
t i m
e : g r
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s  
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n  
a

key is pressed and one of these parts
divides aga in when another k e y  is
pressed. The  diagram also gives the
sprite numbers associated with all the
fragments in the program. The program
that causes the disintegration is above.

58 comptrrER & VIDEO GAMES

By Garry Marshall

(driit.st 1,11/‘''S
THE ART OF MAKING THINGS FALL APART!

100 CALL CLEAR
110 SiS -  "FFFFFFFFEDFOFOFD"
120 S2S -F0F0F0F0F0F0F0F8FC"
120 S3S -  "FFFFFFFF0F0F0F0F"
140 S4S "OFDFOFOFOFOFOF1F3F"
150 S5S "F0 F0 F0 F"
160 S1S S l S  &S2S 81S3S &S4S
170 CALL CHAR (96, S1S)
180 CALL CHAR (97, S2S)
190 CALL CHAR (98, S3$)
200 CALL CHAR (99, S4$)
210 CALL CHAR (100, S5S)
220 CALL MAGNIFY (4)
230 CALL SCREEN (12)
240 CALL SPRITE (# 1, 96, 7, 100, 100,
0, 5)
250 CALL KEY (0, CODE, STATUS)
260 IF STATUS 0  THEN 250
270 CALL POSITION (# 1, XPOS, YPOS)

The program makes good use of the
CALL MAGNIFY command. We  could
have plotted the initial spaceship as a
single character and then made its frag-
ments sprites a ll  based on a  single
character too. But since each character
is based on an 8 x 8 dot matrix, by the
time the second splitting has occurred
the parts will inevitably be rather small.

By using CALL MAGNIFY(4) we can

4*1

44 6

280 CALL MAGNIFIY (2)
290 CALL MOTION (# 1, - 1 ,  4)
300 CALL SPRITE (#  2, 97, 7, XPOS, 16. YPOS, 1, 4)
310 CALL SPRITE (#  3, 98, 7, XPOSYPOS 1 6 , 1 .  6)
320 CALL SPRITE (# 4, 99, 7, XPOS --16. YPOS , -
1 6 .  1 ,  
6 )
330 CALL KEY (0, CODE, STATUS)
340 IF STATUS = 0 THEN 330
350 CALL POSITION (# 1, XPOS, YPOS)360 CALL DELSPRITE (# 1)
370 CALL SPRITE (# 5, 100, 7, XPOS•YPOS. -  2. 3)
380 CALL SPRITE ( #  6 ,  100, 7
XPOS+16. YPOS. 2, 3)
390 CALL SPRITE (# 7, 100, 7, XPOS.YPOS - 16. 2 ,  7)
400 GOTO 400

define a sprite as a block of four charac-
ters which is then magnified by a factor
of two before it is plotted. In this way
the sprite occupies a  block of four by
four character positions and is really
quite large.

With CALL MAGNIFY (2) sprites con-
sist of only one character but are plotted
at double  size. The  program takes
advantage of this to produce four single
character sprites for the fragment that
are equivalent to the original four char-
acter sprite.

Giving the m  di ffe re nt velocities
makes the  fragments of the ship fly
apart. Note that in changing from CALL
MAGNIFY (4 ) to CALL MAGNIFY (2)
sprite #  I  changes from a four-charac-
ter sprite to a single character one as
shown in the diagram.

The second fragmentation is accom-
plished by  deleting the sprite corres-
ponding to the top left fragment and
replacing it by three sprites all defined
on a single character so that their com-
bined shapes are equivalent to that of
the one they replace. Giving these new
sprites yet further different velocities
causes the further disintegration.

The CALL POSITION subprogram is
used to find the position of a sprite just
before it disintegrates so that its frag-
ments can initially appear in the same
position.

It is necessary to use a small offset for
some of the fragments since this sub-
program returns to the position of the
top left point of the sprite The subprog-
ram CALL MOTION is used to change
the motion of spnte #  I .

You might find it interesting to use
this program as the basis of a number of
variations.
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Something
for everyone,from Sinclair!

Welcome to another
Sinclair Special. Even if you're not
yet a Sinclair owner, I believe you'll
find something of interest in this
latest issue.

For instance, if you're looking
for the best way to begin computing,
turn to our back page. You'll see that
leading Sinclair retailers are now
offering the popular ZX81, complete
with a 16K RAM Pack and a free
software cassette, all for £45. That
means savings of at least E29 on one
of the world's all-time best-selling
computers.

Those same retailers are also
offering the ZX Printer at its regular
price of £39.95. but accompanied
by a free 5-roll Paper Pack, worth
E11.95.

If you want to add even more
speed and versatility to your ZX
Spectrum system, you'll be pleased
to hear that the new ZX Microdrive
has now been officially announced.

Microdrives are being released
on an order of priority basis.
Spectrum owners who purchased
direct from us will be sent order forms,
in a series of mailings that begin
with the earliest names on our list of
Spectrum owners. If you didn't buy
direct from us by mail order, send
us your name and address (use the
coupon in this Sinclair Special).
We'll add your name to the list,
and send you a colour brochure
and details on how to order.

Finally, if you're looking for
more ways to use your ZX system,
take a look at the software opposite.
There are programs for programmers,
a space-chase and car race for
arcade-game players, a brand new
logic game for those who've
exhausted the cube!

The Cattell IQ Test is based on
the definitive professional psychol-
ogists' test- and forms an accurate
but easy way of measuring your
own IQ. All the new programs are
available direct from us, through the
order form in this issue.

You'll see what I mean about
Sinclair having something for
everyone. And well have even more
to show you at two forthcoming
exhibitions: the PCW Show at the
Barbican Centre, from September
28th to October 2nd, and the Great
Home Entertainment Spectacular
at Olympia, from September 17th
to 25th,

Nigel Searle. Managing Director
Sinclair Research Ltd.

ZX Microdrive
System preview!

ZX MICRODRIVE
At least 85K bytes storage, loads a typical 48K
program in as little as 9 seconds: £49.95.

ZX MICRODRIVE CARTRIDGE
Compact, erasable, revolutionary. Complete with
its own storage sleeve. Contains up to 50 files,
with a typical access time of 3.5 seconds: E4.95.

411t
ZX INTERFACE 1

Necessary for sending and receiving information
from ZX Microdrive. Includes RS232 interface and
local area network facility for 2 to 64 Spectrums,
Attaches to the underside of your Spectrum.
Purchased with ZX Microdrive, just E.29.95.
As separate item, £49.95.



PSYCHOLOGY, GRAND PRIX RACING,
BRAIN TEASING, PROGRAMMING
SPACE-BLASTING!
Sinclair have it all taped with six brand-new programs for ZX Computers!

Chequered Flag
For 48K RAM Spectrum. £6.95
Have you ever wanted to drive a Formula
One car flat-out round a Grand Prix
circuit? With Chequered Flag you'll
need one eye on the road and one eye
on the instruments, as you steer and
brake to avoid hazards, and work
through the gears in search of the lap
or race record. This outstanding new
program puts you in the driver's seat
with stunning realism, and gives you a
choice of three cars and ten different
circuits_ Don't crash!

Zeus Assembler
For 48K RAM Spectrum. C12_95
A powerful and easy-to-use program-
ming aid, designed to simplify the entire
process of producing machine code
programs, enabling you to write in
assembly language instructions.
Comes complete with comprehensive
range of support facilities_

Mothership
For ZX81 with 16K RAM_ E4.95
Scream down the claustrophobic
confines of the Zarway. Engage suicidal
drone fighters in deadly laser combat.
Dodge, duck and dive in a high-speed
3-D race to attack the evil Mothership
before she claims your home planet.
Mothership is a truly tough challenge,
and fast, furious fun!

Monitor and Disassembler
For 16K & 48K RAM Spectrums. C
-
1 2 . 9 5
This powerful Disassembler teanslates
machine code into comprehensible
assembly language instructions,
allowing you to examine the BASIC
ROM, to investigate the workings of the
Spectrum or to analyse your own
machine code routines.

With the highly versatile Monitor,
you get an extensive set of facilities to
aid the entry, inspection, modification
and debugging of your own machine
code programs.

Cane° IQ Test
For 48K RAM Spectrum, £12.95
Although there are a number of so-
called self-administered IC) tests on the
market, the only reliable way of finding
your IC) has- until now- been to visit
a qualified psychologist and take a
battery of tests- for a fee. Now Victor
Serebriakoff, International President of
Mensa, has produced Professor Cattell's
test in a form which enables you to use
your ZX Spectrum to test your IC),

The Cattell Scale IIIA test is timed
by the computer, marked immediately,
and the marks standardised against •
your age. This is the first time that an
accredited, standardised test has been
available to the general public

Rippit
For 16K or 48K RAM Spectrums, £995
Like those cube games, Aippit looks
simple. But its fiendish ingenuity
results in the ultimate game of logic and
patience. Twist, turn and swap the nine
Rippit pieces in search of the elusive
magic square. But be warned, those
pieces can be arranged in milhons of
combinations...



TWO SPECIAL OFFERS FROM SINCLAIR
STARTER
PACK:
£45
Powerful passport to home
computing - now at the lowest
price ever!
ZX81
Sinclair ZX81 -900,000 sold so far.
Touch-sensitive keyboard ...black and white
graphics... just plugs into most TV sets.
With 212-page BASIC manual - step-by-step
guide to the world of personal computing.
Normal price E39.95.

ZX 16K RAM PACK
Gives the ZX81 more power the power to
run sophisticated software like Flight
Simulation and Chess. Normal price £29.95.

CASSETTE
Worth E4.95 or more. In every starter pack,
there's a top-flight 16K cassette-like Chess
or Fantasy Games or one of the valuable
education series. Actual title varies with avail-
ability. And once you own your starter pack,
there are 37 other Sinclair cassettes available
(plus dozens from other manufacturers)-

Look for the special
packs at WH Smith, Boots,
John Menzies, Currys and
other leading Sinclair
stockists. Not
available by mail
order
Otters subject to availability while stocks last

To! Sinclair Research Ltd, FREEPOST. Camberley, Surrey,GUI5 3811.
looliset A: Weser *  sourelosse

Oty I t e m

1 Signature

ZX Spectrum- ASK
ZX Spectrum -16K
Postage and packing:

ZX PRINTER AND
FREE 5-ROLL
PAPER PACK:
09.95

Kern Price
Code
3000 1 2 9 . 9 5
3002 9 9 . 9 5
0029 4  95

TOTAL t

ZX81 Starter Pack and Printer and Paper otters are not available by mail order.

Total
Oty

Section 8: software purchase

Cassette

7)( PRINTER

FOR SPECTRUM
LA/S Monitor  & Disassembler
L3/S Zeus Assembler
G26/S Flippit
Pl/S Canell IC) Test
G31/S Chequered Flag

FOR 73(81
G26 Mothership

Designed exclusively for use with the
Sinclair ZX81 and ZX Spectrum personal
computers. Printing speed: 50 characters
per second. 32 characters per line, 9 lines
per vertical inch. Plus graphics direct from
screen. Now with a free pack of 5 rolls of
special paper (normal price E ll 95)

Sinclair Research Ltd, Stanhope Road, Camberley.
Surrey. GU15 3PS• Telephone: (0276) 685311.

How to order
Simply till in the relevant section(s) On the
order-form below. Note that there is no
postage or packing payable on Section B
Please allow 28 days for delivery. Orders
may be sent FREEPOST (no stamp required).
Credit-card holders may order by phone,
calling 01-200 0200.24 hours a day.
14-day money-back option. ZX81 Starter
Pack and Printer and Paper offers are not
available by mail order

4403
4402
4025
4500
4030

2125

ORDER FORM

Ram Pfica Tot a l
Coda

12.95
12.95
9.95

12.95
695

4 95
TOTAL e

• Please charge to my AccessiElarclaycard/Trustcard account no
•Dele letComplete as applicable
• I enclose a cheque/postal order made payable to Sinclair Research Ltd tor L  I  I  I  1  _i_____1_ _ i _ i _ i _   I

Mr/Mrs/Miss , 1  I  i  i I  I    I  Address I I  i  I  I  I  I I I  I  I  I  i  I  I  I  I

I I  i  L I  I  I  I  I  i  I  1  l  i  l  I  1  I  i  I  I   I  i  I  l  I  i  I  I  i  I  I  I  i  I  I  I  I  I  I  I l s u s  WI
—

(Please onnt)

• Z X  Microdrive inf a t i o n  request
Please add my name to the Microdrive Mailing List, and send me a colour brochure with full specifications
of ZX Microdrive/Interface 1r  -
I ( l i c k  h e r e ) .  
Y o u  
c a n  
u s e  
t h e  
a b o v
e  
f o r
m  
t o  
s e
n d  
u
s  
y o
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n a
m e  
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r e s
s .
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This month we unveil
Three games that every enth
SPACE ISLAND and
VAMPIRE VILLAGE are
unique and exciting repla
graphic adventures.
CITE is what we call a real t
computerised better-than-a
-board game fi n d  out why.
All great value at Rec. Price EB

s n z e r E D  PROGRAM S AVASTAMILE IN

Regular readers of Computer & Video
Games will remember that last month we

unveiled what we called THE BEST
GAMES YET FOR THE Commodore di
,We still haven't seen anything to beat them.

SUPER SKRAMBLE! is the definitive di'
version of the original arcade classic that

uses all the d-t's best facilities.
SUPER GIUDDER is a novel, exciting and
compulsively tactical arcade-style game with

superb SPRITE graphics.
SUPERDOG FIGHT is the FIRST &games

cassette to have simultaneous two-player action.
More are on the way .  . 4 1
0

VIC 20 owners have something new and very special to look
forward to as well.
•
P
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binsarpassed use of the VIC's graphics.
PURE ENJOYMENT on cassette for the

UNEXPANDED VIC 20.
• •  Rec_Price f.7.95

There are TWELVE more Terminal
Software games cassettes.
Rec. Prices from
£5.95 to 1,9.95

TERMINAL SOFTWARE•
28 CHURCH 14NE, PRESTWICH MANCHESTER M25 5AI

TEL 061 773 9313
PRINCIPAL WHOLESALE DISTIIIBUTORS

P CS  BLACKBURN Ce nt r e S of t  WEST MIDLANDS
Soft Shop •
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180 PRINT10 1 4  U 0  V A
190 PRINT.% 0  0  0
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380 P RI NT " a r i s t o c ra t ' s  f r m  t h e i r  c e l i s  w v i d i m e
390 PRINT" the  WARDS 1 " I C H W , 1 0 5 ) ; T h e  r s  orb ' ere "
400 P RI NI " co n s t a n t l  P a t r o l l i n s  g t h e  c o r r i d o "
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1200 13=223: F=i07: TIS=" 000000" : t i
1205 r I F2 0 6 : I = 1 :  t)( 1 )r---4 0 (.
1
( 2 ) = 4 0
I206 1H. 1 •=1: 1 N(,2 )=
-
1
1210 FORMV1=1T0
51220 X=1NT PHD< 1 )
4
' 1 5  ) 4 . 1
1230 E C M  )=GH(X): NEXT
1235 8 (  1 )=53725: S< 2 )= 5 3 t
,
S
9

1240 1 (1 )=53987 :  1(2)=53433
1700 POKE10407, 0:P01 E10167,
1310 P O I
,
E M P ,  
0 :  
G E 1
A S :
4
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0

1312 H=0
1313 1F813 ( 5) =MPTHEHltilLI=5 : GOT02000
1315 IF(MP =S (1 , ).4 . (MF=S (2 ))4 . (Hp =s(3 )). “mp . i(1 .
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1316 IF88(4)=MPTHENWW=4:60.102000
1317 1F88(1)=MPTHENW1d=1:60T°2000
1318 1F68(2)=MFTHEN1412:80T02000
1319 1F88(3)=MFTHENWW=3:GOT02000
1320 IFAS="A"THEN14-2-1:MUSIC"AO"
1330 IFAS="D"THEHH=1:MUSIC"AO"
1340 1FASX"THENH=40:MUSIC"DO"

RUNS ON A SHARP PAZSOK IN

A

taw

BY MARTIN AND GLYN SNOW DEN

They seek him here, they seek him there, that damned
elusive Pimpernel! Join us on a trip back into history
and the troubled times of the French Revolution. The
aristocrats live in fear and many have been imprisoned
in that bleak fortress — The Bastille, Here they await
their fate at the blade of Madame Guillotine! Can you
help the  aristocrats escape t o freedom? Lead the
partisan force on a rescue mission into the heart of
The Bastille — but beware the guards and booby
trapped cells! I f  you get caught you'll lose more
than your pride—the guillotine awaits any unlucky

partisan captured on the  mission.
Can you aid the Scarlet Pimpernel
— the most feared member of  the

partisans — and save the aris-
tocrats from death and disgrace?

Air
omm.

„Gomm

ILL

i ne6- . •
" M I D  A m p

4 4 1 1 1 1 6 I M W , 7 1 r w '



PANIC
"It must be a nightmare" he
screamed as he ran around the
maze of floors, desperately
climbing ladders to different
levels in a vain attempt to
evade the monsters.
He had only his neutron
hammer to dig holes for the
vile creatures to fall into, but
even then he had to repeatedly
hit them before they dropped
to their deaths. As if that
wesn't bad enough, the oxygen
supply was running out!
"It's simply impossible" he
wailed as the monsters advanced
on all sides..
SPECTRUM 48K
f,5•95

1 1 E = I I M E
N N I
m i
= e Arcec

MAZE DEATH RACE
Drive your 500b.h.p. racing car
around a giant maze (9 times
the size of the TV screen on
the ZX81 version, 32 times for
the spectrum). Watch out for
the hazards — oil, ice, fallen
rocks etc. Not the least of your
worries are the chase cars also
in the maze — one touch with
those means instant death!
ZX81 16K 3.95
SPECTRUM 48K 4-95

e Actiovi For Spectrmwi
l &  Z X 8 1KRAZY KONG

Can you rescue Jana from the
evil clutches of K HAZY
KONG? Fight your way
through three screens of fire-
balls, barrels and conveyor
belts to the top of the girders
and save the damsel in distress.
Entirely written in machine
code to give super fast arcade
action.
ZX8116K 3 •
9 5SPECTRUM 48K 5•95

ELEKTRO STORM
Earth is under attack from
wave after wave of intergalactic
missiles — your mission is to
blast them out of the sky with
your laser cannon before the
whole human race is wiped out.
SPECTRUM 48K 5  95

1
.
1
-
1
1
1
1
4
1
1
1
E  
J
.

E
l
m 
m
o
p  
a
i
r
.

HOPPER
Help FERGUS and his friends
across the highway avoiding
the traffic, and then over the
treacherous river on the backs
of turtles and logs to the safety
of the lilly pond.
Features include. 6 lanes of
traffic, diving turtles, croco-
diles & flies.
ZX81 16K 3.95
SPECTRUM
16K 48K 5 9 5

LIGHT CYCLE
The MASTER CONTROL
PROGRAM has ordered yea
race your light cycle on the
infamous grid. This is Pe
incredibly fast, adremlin
pumping pine that is very
addictive. There is an option
to race against either anothei
player or the computer — bin
we warn you its very very pat
SPECTRUM
16K 48K 5
,
9 5

FOR INSTANT CREDIT CARD SALES TEL(02433)667556• SEND CHEQUE OR PO. TO P.S.S. 452 STONEY STANTON RD.CCNENTRY CMS I  e• • •  NTACT JOHN FLETCHER.COVENTRY(02
03
) 8 1 3 4 6



:
1
1
1
1
1
7
:
:
:
1
4
,
-
1
-
T
H
E
N
-
1
-
-
4
0
:
M
U
5
I
C
"
E
0
"

1360 MF=MPI-H
1361 T R E N F R
e .1362 I FP I P=WF2fTHENFR2)=0
1363 1FMF=6* ± 3 ) THENFR3) =0

•  1 3 6 4  I FMF=NF4 . THE NE R4 . . . 0
1366 IFMP=NFE. }THENFR“ i . . . =0
1765 I FMP =1 0 F5 THE NFR5 . =0

1 1 1 1  1 3 6 7  I FNF=MF( 7 ) THE NFR7 ) =01368 I FMP. WF(8)THENFR(8. )=0
1369 I FMF=WF( 9 ) THE NFR9 . =0

•  1 3 7 0  IFMN 1THENGOT030001771 I FMP=WF10)THENFRc10)=0

•  : 7 7 2  I FMP = ( FW) THE NFR( 1 1 ) = 01173 I FMP=WF12)THENFR(12 )=0
•  1 3 7 4  I FMP=1I F(13)THENFRc13)=0I FMR=WF1 4 THE NFR( 1 4 ) =0
11111 . . : 7  I FMR=WFK15. )THENFR(15)=0

1;60 I FRE E K( I I P =1 6 3 ) * 0 1 <. >2 0 6 THE NMP =MP - H
1400 I F( RE E K( MP =1 6 3 ) +P E E K( MP ) =2 0 6 ) THE NG O T0 4 0 0 0
1410 IFPEEK(MP)=FTHENM=MF
1420 I F ( P E E K ( M P ) = 2 0 8 . )
-
4 -
( P E D A M P ) = 1 6 6 > T H E N M
P = M P - 1 - 1

1423 I FcPEEKOI P)=223)THENG0T03000
1430 POKEMP,M
1440 F0RSS=I T02
1442 POVES(SS), 0
1450 I FS S S ) =5 3 4 4 5 THE NV ( S S ) =- 1
1460 I FS c S S ) t c 5 3 4 0 9 THE NV ( S S )
,
. 4 0
1470 I FS(SS)=53929THENO(S8)=1
1480 I FS ( S S ) = 5 3 9 6 5 THE WS S ) = - 4 0
1490 S c S S ) = S ( S S ) - 1 -
1
AS S )
1500 POKES(SS)pG:NEXTSS
1505 PoKEI(1),e
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1560 1FMR=1(2)THENGOT03000
1570 FORXX=I TOI l
1580 I FI ( 2 ) =P ( X X ) THE NI N( 2 ) =O ( X X )
1590 NEXTXX
1670 Ic2>=1(2)+IN(2)
I68e POKEI (2 ) , G
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3150 P RI NT"
3160 P RI NT"
3170 P RI NT"
3180 P RI NT"
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3190 FORA=1T01500:NENT
7200 0 =0 : Y =0 : E =0 : S O =0 : J =0 4 1 dE =0 : 0 P =0 : U1 =0 0 , J =0 : KL=0 : RT=0 : J =0
3210 F O R P = I T 0 7 : P O K E 5 3 4 2 0
4
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0 0 + E p 0
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1 3 : P 0 0 E 5 3 5 8
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- 1 1
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E .
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your spaceship
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favoured by space pilots And strangely
enough that's just what you have to do in our
. •latest cosmic challenge.

The theme is straightforward enough. You
must steer your spacecraft around the
universe collecting stardust. There is a

whizzing around you in an extremely •
hazard however — giant moon-rocks are

dangerous manner. These rocks get ever
more numerous as you move further into the
game. There is also a constant battle to avoid
running out of fuel. To help you keep going, •  •  •
starbases appear randomly during the game c : .  • •  .
c
_  . >
which you must dock with if your fuel supply
is to be replenished.

Full instructions are included in the
program. Although the game uses colour
graphics it can be run using a black and
white screen. If you don't have colour then
change the variables in line 183 which should
then read: CHI I : C3=9: C4-5: C5=-15, This
will ensure better screen clarity.

TA -  Total of stardust at game start t o t  c otoR= CZ: PLOT X.Y.0( = m +  t

102 I F  P E E K  ( M )  =  2 1 8  THEN Y  .  Y  -  I I  REM ' U P '

100 G O TO  1 8 2FL =  Fuel supply

X -  Horizontal position of ship 1 0 3  I F  PEEK (M) =  T H E N  1 P O

216 THEN V  •  Y  +  I I  REM 'DOWN
LK F u e l  leak per move

Y -  Ver tical  posi tion of ship 1 0 1  I F  P E E K  ( M )  .  1 5 5  0 6 t  REM ' H I T '

IS -  Number of stardust presently on

SA =  Hi gh scor e 1 1 ? 7 1 . ; :  F j c : _  V619.4: POKE 7 6 8 . 2 0 0 :  C A LL 7 7 0 :  POKE 7 6 9 . 4 :  W
1 0
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F
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768.1001 CA11board

M -  Keyboard strobe location in memory I N T  ( 3
7  •  (  t 4 1 /  4  " D  1 'Cl -  Colour  of ship 1 0 6  I NV E RS E  1  O AP ,  7 3 :  P RI NT E L : :  NORMAL t  P RI NT "  "

) +  1

Cl =  Bl ack l01 i v )  x  =  I N T  ( 3 7  •  (  RHO  (  RN ( 1 ) ) ) )

SC -= Score

C4 =  Colour of moondust 1 1 0  COTO 111
C5 =  Colour of stardust t
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C3 -  Colour of base 1 1

J =  Used to set value of stardust and 1 1 4  O R , -  Cl I  PLOT X.Y
moon-dust location 1 1 5  F L  .  F L  -  L K I  I F  FL  .  1  THE N 1 6 1

1 =  General  l oop var iable 1 1 6  I F  F L  1 0 0 0  THE N I N V E S E

NT F  R

1 AX -  Random horizontal location of stardust,moon-dust and base t 1 7  V T  7 3 ;  P R I L : t  NORMAL % P RI NT "  "

118 I F  W M . / 1  .  I  THE N 1 7 3 :  RE M REM 'S TAR-DUS T'
119 I F  A ( X . . 0  .  2  TOEN 1 3 7 :  '  MOON. OUST

AA -= Used in game end flash effect

t  AY , - Random vertical location of stardust, 1 2 0  I F  A(M.Y1 .  3  THEN 1111 REM 'RASE'

,•1

'7
2 
A 
T
i  
.
r
.
G 
:  
i
-
c
c 
I  
1
1 
I
F 
T
O 
-  
0 
T
H
E
N 
1
3
0
1 
R
E
M 
A
D
O 
M
O
V
E 
T
O 
8
0
A
P
I
N 
A

RE S C O R E

•
's I I  - -  Loop variable used in clearing board

moon-dust and base 1 2 1  COTO 101
127 M  svoloWIT STAR-OUSIm as0

17, s o u n d  1 2 5  P M E  7 6 9 . 1 0 1  POKE 7 6 8 . 1 0 0 . :  CAI 1  Y 7 O t  REM i TNCLE

o-

f- A  S =  Yesino question reply 1 7 6  A (X . ”  .  0
177 V T A R  7 1 t  P RI NT SC

0 = Board array and used to read data far
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128 I T  0 0  s
129 G O TO  1 0 1

132 SC .  SC •  1 0 1  ROVE

 TO I A  7 6 9 . 1 0 1130 I N V E R S E
131 F O R  I  .  i

131 I P t E 1  71% P RI NT SC% NERT I
134 O O S UD 1 4 7

136 R E N  uss ts ta l  MO O N-I :RW* 5s*
115 C O TO  1 0 t

t38  FO R E  9
6  7.10% PORE 7 0 . 1 8 0 1  CALL137 L R  .  I R  s  1

139 At R . Y 1  .  0 1  COTO 1 0 1
140 R E M  olvtIOITT s e p o t c r  VAStwwitw

Fors
_ 
1
6
o .
t o
%

c)\f
)\
\
‘

0,
"F

tr n

111 I F  2iC S A  1 0 0  : HE N P O R E  / 6 9 . 1 0 :  FO RE  76E1. 100: CALL 7 / 0 :
10: POKE 7 6 8 . 2 0 0 :  CALL 7 7 0 :  GOTO 1 4 5

112 I N V E R S E  1  FO R I  .  1  1 0  T N T  ( 2 4  Z  R H O  (  RHO  ( 1 ) ) ) )  +  1
113 S C =  S C +  z o : F L  .  F L  +  2 0 :  V TAP  2 1 :  P R I N T S C:  V I A 8  2 3 :  P R I NT F I
111 P O R E  7 6 9 . 8 :  PORE 7 6 8 . 2 5 5  -  ( I  •  1 0 ) :  CALL 7 7 0 :  PORE 769 . 11: POKE

-  < I  •  5 ) :  CALL 7 7 0 :  NE X T I
145 A ( X . Y )  -  0 :  NORMAL :  V I A R  2 1 :  P R I N T s c :  V TA8  2 3 :  P RI NT E I : S A

101
146 R E M  •te s •S E T UP  B O A P 0
2
2 2 2
147 TG  T G  •  5 : T A  =  I G :  COLOR+ C 5
148 F O R  I  =  1  TO  TG
149 P O R E  7 6 9 . 1 0 :  POKE 7 6 8 . A X :  CALL 7 7 0
150 AX  T N T  ( 3 7  Ng C RHO  (  RND U ) ) ) /  4  1
151 AY  =  I N T  ( 3 7  2  (  RHO  (  RHO  ( 1 ) ) ) )  +  1
152 I T  A( AX . AY )  0  THEN 1 5 0
153 A(AX . AY )  =  J :  P LO T AX . AY :  NE X T I
151 I F  J  2  THE N 1 5 6
155 J  2 : T G  =  TG  +  1 0 :  COLOR= C /  : GOTO 1 4 0
156 J  1 : T G  =  T A :  RETURN
157 R E M  t r u C R E A T E  SERVICE OASEwItiw
158 AX  =  T N T  ( 3 7  R H O  (  RHO  ( 1 ) ) ) )  +  1
15v AY  .  T N T  ( 3 7  w  (  RHO C RHO  ( 1 ) ) ) )  4 1

160 I F  A ( AX . AY I  0  THE N 1 0 1 :  REM TERMINATE FAS 1  CRE ATI O N
• O CCUPI ED

161 A( AX . AY )  3 1  COLOR = C 3 :  P LO T AX . AY
162 P O R E  7 6 9 . 1 0 :  PORE 7 6 8 . 1 0 1  CALL 7 7 0 :  c o i n  1 0 1
160 R E M  ismouGAME END ROUTINEwysis
164 P O R E  3 2 . 1 :  PORE 3 3 . 3 8 :  CALL
i on F O R  I  =  0  TO  4 0
166 AA =  A A  2  -  1 :  I F  AA =
167 I F  AA =  1  THE N NO RMAI
168 V I A B  2 1 :  P RI NT

1
169 I F  S C •  H I  THEN 1 7 1
170 F L A S H  :  V TAB 2 2 :  P RI NT S P E (  3 8 ) ;  P RI NT ;  V TAfl  2 2

CORE . >  " l S C : "  UNI TS ":1 4 I  =  S C:  I NVERSE :  SOTO 1 7 2
1/1 V T A 0  2 2 1  P R I NT S P C (  3 8 ) :  P RI NT :  V I A B  2 2 :  P R I N T

177 V T A B  2 3 :  P RI NT "  D O  YOU WANT TO  P l AY  AG AI N Y / N
SC:" UNI TS "

173 V T A B  I :  HTAB 3 8 :  CE T A t
174 I F  A S C  t A S )  .  7 0  THEN 1 0 6
175 I F  A S C  ( A S )  ‘ '  6 9  THEN 1 7 3
176 C A L L  -  9 3 6 :  V TAB 2 2 :  P RI NT "  P LE A S E  WAI T WHI LE
177 CO LO R=  C2
178 F O R  I  .  I  TO  3 e
179 F O R  I I  =  1  TO  3 6
180 0 %  P LO T 1 1 . 1 1  NE X T I I :  NEXT I
181

A t I I . I )  =
SOTO 1 9 1

182 D I M  A t 1 9 . 3 9 )
183 M .  -  1 6 1 8 1 : C
1181 S P E E D  2 5 5
185 F O R  I  .  7 7 0  TO
186 T E X T  ;  CALL -
187 I N V E R S E  :  V I A P

- 9 '3 6

-  1  THE N I N V E R S E

RESERVOIR EMPTY

: P RI NT

YOUR SCORE I ' .

N1XT I t A A

.0

BOAR° I S  RESET

11:C1 =  7 : c q  4 t C 5  •  5 : A A  -  1 : J  •  1

AZ PORE I . A :  NE X T I :  REM POKE SOUND TN797: READ

936 : R - D U S T .  9 . C I T Y N S R Y J  -  1 9 6 3 .i n P R I N T  " S T A

• 6
9 .

76E1.

• S C :  Gr oin

I E SPACE AL RI AP
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188 P R T N T  :  P Rt N7
: CA I L  -  9 3 6 :

GR :  COLOR= C l

NLI N 0 . 3 9  A T 0 :  HL_IN 0 . 3 9  elTJ L  t h l Tos s ,  A T 0 1 ): I N_ I N 1 . 3 9  A T

POKC 3 2 . 1 1  PORE 3 3 . 3 8

1.)TAP 2 1 :  P R I NT "SCORE " : :  P R I NT S P C (  2 6  P R I N T
" : :  P RI NT S E C (  2 8 )

VTAP 2 1 :  NTA R 2 8 :  P RI NT "STARDUST"

PL -  10000:LR =  : r c  = s : ro  = o : x  -  zo : y  .
PoRE 3 4 . 2 0 :  PORE a 3 . t 5 :  PORE 3 2 . / 2 :  CA LLCOSUB / 1 7 :  CO/OR C / :  P LO T .5(.YPOKE -  1636E1.0:  PLASH

PRINT :  P RI NT
: "  H I T

: CA L L  -  9 3 4cora 101

PRTNI s r c e  4 0 ) :  P RI NT "S Fr (  q 0 ) :  NORMALPORE 3 1 . 3

PRINT :  P RI NT "  YOU ARE THE P I L O T O F 4  SMALL SYLO SHTP NAVTCATTNG Y
R WAY THPOUCH s r o c c .  Y o u R m i s s r o N  r s  T o  c O I I r C T  A s  Noc H s r e w o u s r  A : UYOU CAN.  P T  GUTO/NG YOUR S HI P  OVER E A C H  P I E C E . " :  P RI NT

PRTNT "  H O R .  DENARE OP COLITDING N I TH  o N r  o r  THE MANY MOON-DUST

F R
A
C
M
E
N T
S
W
E
V
E

THESE 14ILI  PUNCTURE THE HO t L  O P  YOUR

SHIP AND r o

usc Your( purl_ r o  i r o k  (wow

LY r o s r r k  4 TTH EACH CO I L I S I O N. " •  P RI NT
. 01  r r a m r  "  EVERY NON AND THEN.  A  SPFE / A i E A S E  WILLAPPEAR WHTT:H WI LL SOP:

yoa o x r N  m orer p a r t  o N o  ALSO AWARD YOU E1(TRA PO / NTS.  I F  Y0(0 HAVE G
AINtO A T LEAST 1 0 0  UNI TS  O F S TA R-O US T S I NCE  YOUR LAST DO CRI NG . ":  P RI NT

201 G O S UP  2 1 2

205 P R I N T  :  P RI NT "  THE  MI SSI O N e r r o m c s  MORE o i r r r c u L T  AS Y O U  WEND Y
WAY FURTHER. S O  I F  YOU ARE-TRAPPED AND c o t t _ J s ro N r s  r o m r Nr NT.  T H E N C g N

' T PANI C -  YOU CAN ESCAPE T h a o  HYPER-SPACE. "

706 r R I N r  " r N i s  D o r s  u s r  MOPE PUEL HE:NEW:R. s o  YOU 1N1ST REMEMBER TO  WATCH
YoUR GAUGE. ALSO  I T  oc us r PE s r p c s s r o  N o r  YOU 4111_ Rt M A I NI N HYTER-SP

ACE UNTT: YOU iiirrof-t rommoNo."

d f f 1 . 0  e _ = : 0
4=b

207 G O S UB  2 1 2
208 I N V E R S E  :  P RI NT "DE J E CT C O L O U R  V A L U E  " :  NORMAL :  P RI NT

: P R I N T "S TA R-DUS T = >  P I NK  1 0  U N I T S " :  P R I N T :  P R I N T "MOON-DU
ST = >  GREEN 1  F U E L  U N I T " :  P RI NT

209 P R I N T  "S E RV I CE  CASE B L U E  4 8 0  FUE L  UNI TS .
480 U N I T S "

210 I N V E R S E  :  P R I N T "CONTROLS : " :  NORMAL :  P RI NT :  P RI NT "  U P  = >  ' 7 ' "
: P R I NT :  P R I NT "  D O W N  ' X ' " :  P R I NT :  P RTNT "  H Y P  = >  ' E S C ' " :  PPTHT
: P RI NT "  S T R T  =•> ' S P A C E ' "

211 C O S A :  2 1 2 :  TE X T C A L L .  -  9 3 6 :  I NVERSE :  COTO 1 8 9
212 I N V E R S E  :  V TA 8  2 3 :  P R I N T "  P R r s s  SPACE BAR TO  CONTINUE
213 P O K E  -  1 6 3 6 8 . 0
214 V T A P  2 3 :  HTA B  3 2 :  CE T A S
215 I F  A S C  ( A S )  -  3 7  THEN 2 1 4
716 NO RMA L :  CA L L  -  9 3 6 :  RETURN
217 D A T A  1 7 3 . 4 8 . 1 9
-
7 . 1 3 6 . 2 0 8 . n .
2 0 6 . 1 . 1 . 7
4 0
.
9 , 7
P
7
. ?
0 8
.
7 1 5
.
1 7 4
.
0
.
3
.
7 6 , 7 . 1 .

96. 0 . 0

10.1



(8K + Epandeil)

FOR THE ATARI 4001800

FOR THE SPECTRUM

— LASERZONE
— MATRIX
— TRAXX

— GRIbRUNNER 0 . 5 0

—7 R B O F L EX & C O O

• F O R  THE VIC 20%•;..;4, ••
\ -
A
B
D
U
C
T
O
R

— GRIDRUNNER C 5 , 0 0  each

E6.00 each

— GRIDRUNNER E 5 . 0 0
— LASERZONE •

MATRIX
-11, ATTACK OF THE
• 'MUTANT CAMELS £ 7 . 5 0  each

— HEADBANGER'S
HEAVEN E 4 . 0 0

FULL DETAILS OF THE WHOLE LLAMASOFT RANGE FROM 49 MOUNT PLEASANT
TADLEY, HANTS. RG26 6BN
TELEPHONE: (07356) 4478
PLEASE ADD 50p P&P TO ALL GAMES ORDERS
LLAMASOFT GAMES NOW IN BOOTS, LASKYS AND MANY OTHER RETAILERS.

•
-  NOT JUST A  PRETTY PACKET;

DEALER ENQUIRIES WELCOME
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•  O R I C M O N 1• HOPPER
•

••
•

Help FERGUS and his friends
across the highway avoiding
the traffic, and then over the
treacherous river on the backs
of turtles and logs to the safety
of the lilly pond.
Features include: 6 lanes of
traffic, diving turtles, croco-
diles & flies.

6•95
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ORIC-MON
A complete disassembler and
monitor to take the strain off
your assembly language pro-
gramming. Contains all the
features of professional moni-
tors found on much larger and
more expensive machines.
8.95
LIGHT CYCLE
The MASTER CONTROL
PROGRAM has ordered you to
race your light cyde on the
infamous grid. This is an
incredibly fast, adrenalin
pumping game that is very
addictive. There is an option
to race against either another
player or the computer — but
we warn you its very very good!
6.95

SOFTWARE FOR THE
ORICCENTIPEDE

You are caught in a vicious
jungle of giant insects. Centi-
pedes are attacking you from
all sides. Killer fleas are dropp-
ing from the sky, and to top
things off there's a venemous
Wider lurking in the back-
ground. You only have your
trusty laser cannon as defense.
6•95
INVADERS
A superb example of this truly
classic arcade game. Includes
all the features of the original
and much, much more.
6.95

Approved by Oric Products
International.

THE ULTRA
You have been challenged to
a duel to the death in outer
space by the ULTRA, an evil
race of mutants from the
darkest depths of the galaxy.
We dare you to accept their
challenge!
This is a PURE arcade game
and a must for ell you alien
zappers! 16 different screens
make things really tricky.
6.95

AVAILABLE NOW DIRECT FROM P.S.S.
1 0 8 , " •
1 1 1
1 1 1 0
7 1 1
1 0  
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SEND CHEOUE OR PO. TO 1S.S. 452 STONEY STANTON 10, COVENTRY CV6 500.
TRADE ENQUIRIES CONTACT JOHN FLETCHER,COVEN1RY(0203) 81346



, Postern bring you the first fully
- 3  dimensional stereoscjc game.'

by Mike Singleton U s ,
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o conquered the
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1
1
We lco me  to  the  wo n d e r
-  L i k e  a  
p a i n t i n g  
i t  
h e l p s  
y o u  
t o

lul wor ld of 3D! Co m p d .  i m a g i ne  depth. I n  fact. with
t e r  a n d  V i d e o  G a m e s  s i m p l e  perspective, you have
scores another first by n o  way of knowing whether an
b r i n g i n g  y o u  g a m e s  o b j e c t  o f  a  certa in  apparent
tha t  l i t e ra l ly  le a p  o u t  o f  s i z e  is  rea lly a  sma ll ob ject
t h e  s c r e e n  a t  y o u !  c l o s e  to or really a large object
Th a t ' s  w h y  y o u ' l l  n e e d  f a r  away. I n  the  re a l world ,
the special red and blue

however, y o u  c a n  l i t e ra l ly

specs on the  front of  sense depth.Your sense of depth comes
th is  i s s u e .  M I K E  S I N G
-  f r o m  
t h e  
u s e  
o f  
b o t h  
e y e
s  
t o

L ETON i s  t h e  m a n  b e
-  f o c u s  
o n  
a n  
o b j e c t .  
A t  
t h e  
r i s
k

h in d  a ll t h e se  s p e c t a c u
-  o f  
s t a t i n g  
t h e  
o b v i o u
s ,  
i f  
y o
u

lar games .  a nd he  k icks h a v e  MO  eyes you see two
off  o u r 3 D sp e c ia l  wi t h  a i m a g e s  o f  everyth ing , o n e
ru n  d o w n  o n  w h a t  i t  t h ro u g h  the left eye and one
t a ke s  t o  c r e a t e  a  t r u e  t h ro u g h  the right L ike  a drunk,
t h r e e
-
d i m e
n s i o
n a l  
c o
r n
-  
y
o
u  
s
e
e  
d
o
u
b
l
e
!

p u te r g a me  U n l i k e  a  drunk, you r bra in
I was enjoying a quiet drink or p ro ce sse s both images of the
three with friends, mulling over o b je ct  and mixes them into a
the meaning o f  life, the  un i- s ing le .  s o l i d  i m a g e .  T o
verse a n d  everything, wh e n  a ch ie ve  t h i s  s in g le  i ma g e
one of the twists and turns of e f fect ,  yo u  superimpose th e
conversation led to that hardy t w o  pictures o f the object as
perennial, "Did  you see?" s e e n  from the left and the right

We found ourselves talking b y  crossing your eyes.
about the 3D film screened by T h e  closer the object is. the
ITV which caused a  few mil- mo re  you have to  cross your
lion normally sane viewers to e y e s  to see it as one image.
sit in  the ir armchairs peering T h e  further away it is. the less
at t h e  h a u n t e d  l i s h t a n k  y o u  have to cross your eyes.
through some funny red-and- S in ce  your brain knows h o w
blue spectacles whilst mutter-
ing a  varie ty o f  oohs, aahs,
and expletives.

Do yo u  h a ve  friends wh o
groan wh e n  y o u  eventua lly
manage to steer the conversa-
tion round to computers again,
or do they just try to ignore you
and hope you'll shut up? The
reaction w a s  b le a k wh e n  I
casually re ma rk e d ,  " Y o u
could do that on a  computer'
you know."

Nevertheless. I did manage
to get a  few words o f  waft ly
explanation in before the con-
versation w a s  c u n n i n g l y
switched t o  something co m-
pletely d if fe ren t .  A n d  t h a t
wasn't all! I was also promised
the gift of a  complete pa ir of
red-and-blue specs, no doubt
in the hope that I 'd  go away
and play with them for a long,
long time. So, there began my
experiments with stereoscopic
computer 311

But wh a t  i s  stereoscop ic
3D? It's a pity the phrase -
3 0 "has been so over-used in de-
scribing computer programs.
Really t h e  wo rd  shou ld  b e
"perspective" b e ca u se  t h e
display you  se e  in  a ll these
games is  just a  single image
on a flat, very two-dimensional
screen. I t 's no  more  true 3 D
than a a i n t i n g  but because

severely you are crossing your
eyes. it quickly works out how
far away the object is —  you
sense the distance!

Our sense of depth comes
from seeing Iwo images of the
world around us. The  picture
we se e  through ou r le ft eye
differs slightly from the picture
we see through our right eye,
and f ro m these sligh t d iffer-
ences. the brain works out the
depth o f  each ob ject in  o u r
field of vision.

A s imp le  experimen t  w i l l
show what I mean. Look at the
room yo u  a re  in  a n d  p lace
yourself so that some objects
are very much  closer to  you
than others. Then look at the
room through o n e  e ye  only.
first the left and then the right.
Close objects wil l  appear to
shift angle and position as you
change f ro m one  eye  to  the
other. Distant objects will re -
main more or less in the same

objects far away are portrayed posit ion.
smaller than objects close to. T o  create a stereo effect on

a TV screen —  or, indeed, a
magazine cover —  the prob-
lem is to get each eye seeing
a different p icture. No rma lly
this is impossible because the
picture is on a flat surlace and
both eyes will see  the same
image. I f  you're wearing red-
and-blue specs. however, the
eyes don't see the same thing
The red  eye will see  the red
parts o f  the  p icture and  the
blue e y e  w i l l  s e e  t h e  b lu e
parts.

Both eyes.  o f  course. wi l l
see th e  purp le  pa rts o f  t h e
picture because  p u rp le  h a s
both blue and red in it. So, all
we have to do to get the stereo
effect is  to  superimpose two
pictures o n  th e  screen. o n e
drawn in red and one drawn in
blue. Any part where the pic-
tures overlap we draw in pur-
ple. Simple, Isn't it?

Yes, i n  princip le, b u t  l ike
most ideas, putting it into prac-
tice i s  a  lit t le  mo re  comp li-
cated. There are four sorts of
problem involved. First  o f  a ll
come techn ica l p rob lems —
what sort of computer is suit-
able? T h e n  t h e re  a r e  t h e
mathematical p ro b le ms  i n -
volved in  drawing perspective
from two different viewpoints.

Having so lved  those, y o u
arrive a t  the artistic question
— yes,  artistic, even  though
it's not a  word found in  most
computer manuals — of com-
posing the scenario.

Finally, there  is  the  impor-
tant brain-teaser of how to cre-
ate a  wo rking  g a me  o u t  o f
your p re v io u s  la b o u rs.  O f
course, you  don't solve these
problems one by one because
they all intermingle, but in the
cause o f clarity, le t 's imagine
they're separate.

The technical problems ars
the e a sie st  t o  defi ne. Y o u
need t o  d isp lay t wo  d ist inct
pictures o n  a  s in g le  T V
screen. To  do this, your com-
puter needs to be able to dis-
play fou r different colours a t
once. Purple. which is equally
bright t o  b o t h  e ye s .  R e d ,
which is bright to the red eye
and dark to the blue eye. Blue.
which is bright to the blue eye

modore 64. the Vic-20 and the
Atari a l l  d isp lay fa irly  p u re
reds, blues and purples. which
is ideal for 3D. The Spectrum.
however, h a s  a  b lu e  t h a t
verges o n  b lack a n d  i f  you
look through the red-and-blue
specs at a blue square next to
a red square. the red square
shows up brighter through the
blue l e n s  t h a n  t h e  b l u e
square!

Spectrum o wn e rs  sh o u ld
not d e sp a ir.  h o we ve r,  b e -
cause I did eventually manage
to find a special, tricky way of
creating ste reo  3 D  o n  tha t
machine and the program for it
is listed further on.

Some computers, such  as
the TI, the ° t i c  and the Dra-
gon. I have yet to test out but if
you own one of these. why not
do the experiment yourself?

The o the r technical factor
involved is whether or not you
can control the colour of indi-
vidual pixels. I f  you can, you
can create many more levels

and dark to the red eye Black.
which is dark to both eyes.

In addition, the intensities of
brightness and  darkness fo r
all these colours should ideally
be th e  same. Fo r  example.
blue should b e  a s bright as
purple through the blue lens
but as dark as black through
the red lens

Now most colour computers
have these colours available
but the colour balance can be
crucial. Th e  BBC, th e  Corn-



of depth because yo u  c a n
control more finely the separa-
tion of the red and b lue im-
ages

If. on the other hand, you
can only program the colour of
whole character cells, you are
restricted t o  a  f e w  d ist inct
levels o f  depth  —  two -ce ll
separation, one-ce ll sepa ra -
tion and no cell separation.

Of a ll the  compu te rs I 've
mentioned, t h e  B B C ' is t h e
easiest: programming the col-
our of individual p ixe ls f ro m
Basic is a lmost ch ild 's p lay.
Its a lso fa irly e a sy o n  t h e
Atari, which has a very flexible
range of colours too, but the
pixels are a bit chunkier. Even
on the Commodore 64 and the
Vic. it /s possible but you have
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to use a very awkward mult i-
colour mode  and  t o  d o  th is
adequately in Basic the sort of
game you could create would
only be exciting to a  tranquil-
ised snail.

Having found o u t  whether
your chosen computer is suit-
able, y o u  t h e n  f a c e  t h e
-
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how to create 3D. Before we
get down t o  t h e  nitty-gritty,
let's sta te  categorica lly th a t
the left eye is always red, the
right eye is  a lways b lue and
were u s in g  a  b la ck  b a ck-
ground. There 's no  particular
reason w h y  t h e  l e n s e s
shouldn't b e  t h e  o th e r wa y
round but ifs a convention that
saves confusion.

As I 've  a lready sa id ,  yo u
need to create two pictures on
the screen, in  red  and  blue,
but where do you place each
of these?  S o me  re fe rence
points are  needed. Well,  the
best reference p o in t  i s  t h e
level o f  the screen itself. A n
object a t  t h e  le ve l  o f  t h e
screen wou ld  appear in  th e
same screen position through
both eyes and  therefore we
would print the red  image in
the same p lace a s  the  b lue
image, leaving a single image
in purple. The left and the right
eye would then, of course, see
d in the same relative position.

What about a n  ob ject  i n

front o l  th e  screen? To  see
this a s one image we  would
have to cross our eyes more
and to make the eyes do this
we have to print the red image

to the right of the blue image.
Conversely, fo r an object be-
hind t h e  screen , w e  wo u ld
have to cross our eyes less to
see it as one image.

To enable this, we  have to

print the red image to the left
of t h e  b lu e  image. I n  bo th
these cases. the  greater im-
age separation. the further the
object will appear in front of or
behind the screen.

Things gel a little more com-
plicated when we try to decide
on t h e  p recise  amoun ts o f
separation. In Moonguard, the
game I've programmed for the
BBC co mp u te r,  t h e  s h i p s
appear o n  s e v e n  d if fe ren t
levels but with the same appa-
rent d istance between e a ch
level so that there are ships at
100 yards.  2 0 0  ya rds.  3 0 0
yards and so  on, with  a  con-
stant difference o f  100 yards
between e a ch  leve l.  I t  o n ly
looks inches in miniature, but
on a big enough TV set.

You might imagine there's a
likewise constan t  d if fe rence
between the separations. No t
so! Instead, there's a constant
ratio between image separa-
tions so that we get a geomet-
ric series o f  separations. A n

example, of such a series is 1,
2, 4, 8 . 16, 32  etc. The con-
stant ratio is two — each num-
ber is two t imes the previous
one.

In a computer display using
this ratio you would quickly run
out o f  screen, s o  in  Mo o n -
guard the  ra t io  used i s  5/4.
Mathematically, if you're using
x, y and z co-ordinates where
z is the depth, then the Image
separation i s  proportional t o
14. For extra speed in Basic,
however, it 's more convenient
to keep to a limited number of
levels, p re -ca lcu la t e  t h e
separation and  store  the  re -
sults in  an array, ra ther than
use a formula each t ime you
need to  print, So, the sort o f
statement you would need to

set u p  s u c h  a n  a r ra y  o f
separations would be:–
S(L) =  S ( L - 1 )
-
1 . 2 5  
w h e r e  
L  
i s

the level.
Finally, o n e  mo re  ad just -

ment needs t o  b e  made  s o
that some  leve ls appear be -
hind the screen and some in
front. T o  d o  th is, w e  simp ly
subtract a  constant from each
level's separation number.

In Moonguard. this constant
is e q u a l t o  t h e  separa t ion
number o f  leve l fi ve  so  that
level fi ve  has a  final separa-
tion of zero — in other words,
it appears as a  single purple
image a t  t h e  le ve l  o f  t h e
screen.

Levels b e lo w fi ve  have  a
negative final separation (red
to the left o f  blue, object be-
hind th e  screen) a n d  leve ls
above fi ve  h a ve  a  posit ive
separation (red to the right of
blue. o b je ct  i n  f ron t  o f  t h e
screen). Th e  complete state-
ment fo r final separation of a
given level is therefore:
FS(L) S ( L )  — S(5)

To create the  drawings in
perspective,. a  s imi la r re la -
tionship h o ld s  be tween  t h e
sizes on the screen of identic-
al objects at different levels:
SIZE(L) =  SIZE(L-1)*1.25

If, as in Moonguard. you're
using x and y co-ordinates for
drawing images, a ll you need
to d o  t o  g e t  images o f  th e

correct s i z e  i n  t h e  co rre ct
perspective p o sit io n s i s  t o
multiply the ir " rea l"  x  and  y
coordinates b y  t h e  re levan t
size factor. Th is will g ive you
their screen x and y co-ordin-
ates.

Then, t o  p rin t  in  red , yo u
ADD the  separation f o r that
level: t o  p rin t  i n  b lu e ,  y o u
SUBTRACT the separation for
that le ve l.  Re a d e rs  sh o u ld
note that on the BBC you can
shift the screen x, y  origin to
the cen tre  o f  the  screen, a
technique used in Moonguard
If you  can 't  d o  th is o n  you r
own computer, you  will have
to make further x and y adjust-
ments to mimic this.

Phew! T h a n k  g o o d n e ss
we've got the maths out of the
way! A rt is t ic  considerations
next, Ea rly o n  in  my  experi-
ments, I  quickly realised that
there was more to the stereo
effect than simply getting the
maths right. Some attempts I
made we re  defi n ite ly mo re
striking th a n  o thers, s o  t h e
missing factor had to  be p ic-
ture composition.

With incredible dedication to
my researches, I  even forced
myself to see Friday the 13th
Part III — in full stereoscopic
vision —  it  was an atrocious
film but the 3D was stunning!

Eventually, t w o  p rincip les
became clear. Firstly, the eyes
perceive depth  better wh e n
given the opportunity for com-
parison Th is  means that ob-
jects at different depths should
be p laced  clo se d  t o  te a ch
other on the screen so that the
eye is forced to compare their
depths.

The effect is even better if
the c lo s e r  o b je c t  p a rt ia l ly
obscures the more distant ob-
ject. What's more. if  you add

to the who le  picture a  really
distant b a ckg ro u n d ,  t h a t
makes everything e lse  stand
out dramatically because the
eyes are constantly aware of
those distant, fa r-o ff  images
behind all the others.

Secondly, t h e  e y e s  g e l
bored! If the scene portrayed
is just too simple. your brain
isn't really bothered about per-
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ceiving depth —  it  seems to
reckon that i t s  not worth the
effort. Y o u  h a ve  t o  p rovide
something wo rth  looking  a t ,
Something with enough detail
to get the eyeballs spinning.

At the same time, you have
to provide recognisable fea -
tures o the rwise  t h e  s c e n e
simply becomes too  confus-
ing.

In Moonguard I  u se d  t h e
familiar device o f  cra ters a s
the d istant background a n d
fairly simple geometric shapes
for the ships in the foreground
— enough detail but not too
much. U s i n g  g e o m e t r i c
shapes in the foreground also
made it  not too difficult to do
hidden-line re mo va l wh e n  I
wanted o n e  sh ip  t o  partia lly
obscure another. On e  o f  the
extra difficulties of stereo 3D is
that a RED line is no t  hidden
by a  BLUE object, on ly by a
RED object.

Lastly. there 's th e  ta sk o f
creating a  worthwhile  g a me
Out of all this. In theory, having
an e xt ra  d imension t o  p la y
with should open up  endless
possibilities. Those of you who
manage to achieve stereo on
your own  computers will see
straight away all that apparent
extra sp a ce  —  t h e  scre e n
seems to physically grow!

The real drawback. as far as
games a r e  co n ce rn e d ,  i s
speed. Fla t  games only have
to shift one  image to  create
movement. I n  stereo g a me s
you need to shift two images
to create the same movement.
That, a t  the  ve ry least, dou-
bles the time involved

Yet m o r e  co mp lica t io n s
arise from the fact that you're
printing bo th  images o n  th e
same memory map — in cop-
ing with this some computers
are friendlier than others. On
top o f all that, you must pre-
serve the two backgrounds as
objects m o v e  a c ro s s  t h e
screen a n d  h a n d le  s o m e
rather awkward  p rob lems o f
hidden-line re mo va l  i f  y o u
want to move some objects in
front of others.

In the following pages. you
will find listings o f  stereo 3D
,games for five popular compu-
ters — the BBC B, Spectrum.
Atari. Commodore 64 and Vic
20. I 've programmed each o f
these games with two things in
mind —  fi rst, t o  provide a n
enjoyable g a m e  w i t h  a
genuine s t e re o  e f f e c t  a n d
!second, to  g ive  some useful
tips on how to go about prog-
ramming y o u r  o w n  s t e re o
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games.
The approach has to  differ

for each  part icu lar ma ke  o f
computer since they a ll have
their own peculiarities. Moon-
guard, wh ich  i s  t h e  feature
game, uses one o r two handy
tricks t h a t  a r e  re a l ly  o n l y
appropriate to the BBC.

Each pixel (in screen mode
two) has four bits ascribed to it
which c a n  defi ne  u p  t o  1 6
programmable co lou rs.  T h e
static p a rt  o f  t h e  screen  i s
drawn using two of these bits
only (one for red and one for
blue — purple when both are
set).

The mobile ships and lasers
are drawn using the other two
bits of each pixel (again prog-
rammed lor red, blue and pur-
ple). So. when the mobile ob-
jects are deleted and reprinted
elsewhere, the background is
automatically preserved.

Even so, movement is slow
in Basic, so  only one enemy
ship moves at a time, progres-
sing up  the screen a t one of
seven p o ss ib le  l e v e l s  o f
depth. Instead of manoeuvring
your ships, you simply choose
one rot t h e m t o  fi re  a t  t h e
enemy bu t  yo u  h a ve  t o  b e
careful to  choose the one a t
the co rre ct  d e p th  a n d  y o u
have to time your firing accur-
ately.

It's a  compromise. but one
that works very effectively and
it certainly tests your percep-
tion of depth.

The programs for the other
four computers take a different
approach to  the speed prob-
lem. They use character ce ll
separation ra th e r than  p ixe l
separation o f  ima g e s  a n d
most of the movement is at the
level o f the screen. I t  you re-
member, th is means moving
only one image instead of two,
a much quicker proposition.

All o f  th e  games a re  d e -
signed t o  g ive  a n  id e a  o f
what's possible with stereo 3D
even in Basic and I hope most
of you will be able to use the
same principles to create your
own stereo games.

But, it the thought of all that
programming m a k e s  y o u
groan, have no fear; I 've also
been b u sy o n  fu ll mach ine-
code stereo games fo r a ll o f
these co mp u te rs,  m o s t  o f
which wil l b e  available com-
mercially by the time you read
this (th inks —  wil l the  editor
allow this blatant plug?). The
stereoscopic world o f compu-
ter games is already with us!
Have fun!

TV INSTRUCTIONS
To get the best effects from your 3D listing follow these
simple rules.

The stereoscopic effect comes over best in a  shady
room. Ma k e  sure there are no reflections on your TV
screen.

You need to get the red and blue colours on your TV as
pure as possible. To do this turn the colour and contrast
controls on your TV up to maximum.

The brilliance should be adjusted while wearing the 3D
glasses which come w i th this magazine. Look a t the
screen through one eye at a time. Adjust the brilliance so
that you only see red through the red lens of the glasses.
Then look through the blue lens and adjust the control so
you can only see blue images

If it is not possible to do this perfectly, make the second
colour you see through each lens as faint as possible. For
example, if you are still seeing some red through the blue
lens try to make the red as dim as possible by using the
brilliance control.

The best viewing distance varies with the size of your
TV screen, But somewhere between four and eight feet
should be ideal. Y ou should sit directly in front of the
screen to enjoy the best effect. When you first put the 3D
glasses on it may take your eyes a minute or two to adjust,
but after a while the two red and blue images will merge
into a single stereoscopic image.

Move your head from side to side while looking at the
screen to convince yourself that you are looking at a true
3D game. Objects in the foreground will appear static, but
the position of objects in the background will apparently
change!

By following these simple rules you'll get the best out of
these games. But remember, please ask your parents
before you start fiddling with the TV, they might not want
to see Coronation Street in unnatural colour&

PROGRAM NOTES
Screen display
Mode 2  is  used so  that two
separate se ts o f  reds, b lues
and purples can be used, one
set fo r the static p icture and
one set for the mobile objects.

This enables selective dele-
tion so that mobile objects can
be wiped out without disturb-
ing the static picture. Logical
colour (I ) is static red, logical
colour (2) is static blue. logical
colour (4 ) i s  mob ile  red  and
logical co lo u r (8 )  i s  mo b ile
blue.

From th is scheme. .all the
other log ica l co lo u rs defi n i-
tions f o l lo w.  F o r  e xa mp le .
logical colour (3) (1 ORed with
2) is  purple and so  is logical
colour 12 (4  ORed with 81

When d rawing  a  line. t h e
GCOL statement i s  used  t o
OR the colour the line is being
drawn in with the existing col-
our on the screen at that point.
This means that red drawn on
blue will appear as purple.

When deleting a  line, the
GCOL statement i s  used to
AND what's on the screen with
the opposite colour of the line
to be deleted. For example, to
delete a line in blue, we draw a

fresh line that ANDs red with
what's o n  t h e  screen  T h i s
preserves a n y  r e d  t h a t ' s
already there but deletes the
blue. The full scheme of logic-
al colours can be seen in lines
2460-2610.

Also, t o  s imp lif y  ca lcu la -
tions, t h e  scre e n  o rig in
shifted t o  th e  centre  o f  the
screen (see line 2450).

Obscured objects
The first rule in composing the
picture is that objects further
away are drawn first. Then, as
the gua rdsh ips a re  d rawn ,
selective de le t ion  o f  wha t 's
already on the screen in that
position occurs

The se lect ive  de le t ion  i s
done fo r each sh ip  b y using
PLOT 8 1 ,  x ,  y  wh ich  fi lls a
triangle with a colour specified
by GCOL,

The GCOL statement is an
AND w i t h  r e d  o r  b lu e  a s
appropriate. I f  we 're  going to
draw a red ship, we AND with
blue and vica-versa.

Speed of operation
To enable the game to run at
the maximum possible speed.



the title page and the set-up of
the screen display have been
perversely put a t  the end o f
the program. Th is  is  so  the
action parts o f  the  p rogram
can come nearer to the begin-
ning of the listing. Any loops
and GOTO's will then execute
slightly faster.

Reverse field
When a  hit on the enemy is
scored, the whole screen re -
verses colour. The bright parts
become d a rk a n d  t h e  d a rk
parts become bright. This can
be done very rapidly b y  just
changing th e  actua l co lou rs
ascribed to the logical colours.

A co mp le te  re ve rsa l  i s
needed, however.  N o t  o n ly
does p u rp le  b e co me  b la ck
and black become purple but
red becomes b lue  and b lue
becomes red. This is the only
way t o  preserve t h e  ste reo
depth.

Against a  b l a c k  b a c k -
ground. blue images will show
up when seen through a blue
lens but against a purple back-
ground red  images will show
up through a blue lens.

THE FIRST 3D

Miscellaneous
Keys 1 -7  a re  used  a s  fi ring
buttons. Un fo rtuna te ly,  t h i s
leaves the fingers rather close
to the escape ke y so  th is is
disabled using  an  *FX  state-
ment (see line 2440). Also, at
various points in  the program
you wi l l  fi n d  apparently u n -
necessary INKEY statements.
The purpose of these is simply
to g e t  r id  o f  wh a t 's i n  t h e
keyboard buffer so  that you r
lasers don ' t  fi re  mo re  t ime s
than you intend them to.

Variables &  Arrays
S(7), size  o f  object a t  g iven
level. A lso  used to  calculate
image separation
S$(7). ch a ra c t e r s t r in g  o f
emeny ship according to level.
D%(7, 8): image separation at
any g ive n  le ve l,  F i rs t  p a r-
ameter i s  t h e  leve l,  second
parameter is  the  log ica l co l-
our. This array is only used for
moving ships so the only logic-
al colours used are (4) and (8).
X%(7), r / a (7 ):  t h e  X  and
co-ordinates which define the
starting positions o f the laser
beams at each level.
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10 GOTO 2 0 0 0
97  R E M  - - - - - - - - - - - - -
9 8  R E M  S T A R T  O F  GAME
99  R E M

100 M OV E  0 , 3 0 0 : G C O L 1 , 1 2 : P R I N T "
8 Ti: '  S T A R T "

110 SOU N D  3 , - 1 5 , 1 8 5 , 2 0
120  SOUND 3 , - 1 5 , 1 3 7 , 2 0
130 SOUND 3 , - 1 5 , 8 9 , 6 0
140 I F  G E T $ < > " S "  T H E N  1 4 0
150 SOUND 2 , 2 , 2 5 5 , 2 5 5
160 MOVE 0 , 3 0 0 : G C O L 2 , 3 : F O R  K o q

TO 1 0 : P R I N T  D $ J : N E X T
170 GOSU B  9 5 0 : S C % = 0 : G O S U B
9 0 0180 T I M E 0
197 R E M  —
198 R E M  MOVE DRONE—SHIP
199 R E M
2 0 0  S L R N D ( 7 ) : S K V -
-
- I R N D ( 3
0 0 ) 4 - 2 0

0 : S Y % =
-
6 0 0

2 1 0
.
I F  
T
I
M
E
>
T  
T
H
E
N  
S
O
U
N
D  
8
1
1
2
,
0

, 0 , 1 : G O T 0  1 0 0
2 2 0  5 1 % = 3 Y % + 8 : P R O C S H I P
(
S X %
,
S Y %

S L 7 0 : I F  S Y 0 6 0 0  TH E N  2 0 0
2 3 0  I S = I N K E Y S ( 0 ) : I F  I S < " 1 "  O R

1 $ >" 7 "  T H E N  2 2 0
2 9 7  R EM  - - -
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2 9 8  R EM L A S E R  F I R I N G  &  DRONE M
OVING

2 9 9  R EM

3 0 0  SOU N D  & 1 1 , 1 , 2 5 5 , 2 5 5 : S O U N D
? % 1 0 , - 1 5 , 7 , 5 0

310  L L % = 8 - V A L ( I s ) : L X 0 : U Y % = Y %
( L L % ) 4 . 4 * L L % : L Y Y % ( L L % )
-
1 2

3 2 0  LX%=LX%-1-X%(L L % ) : S Y % = S Y %
-
t
-
1 2

I F  L X % > 7 0 0  TH E M  PR OC BEAMOFF(L L %
) :GOTO 2 2 0

3 3 0  P R OC L A S E R ( L X % ,L L % ) :P R OC S H I
P ( S X % , S Y % , S L % ) : I S = I N K E Y S ( 0 )

3 4 0  I F  L L % <>SL %  O R  SY%>UY% O R
SY%<LY% OR  SX% >LX% TH E N  3 2 0

3 9 7  R EM - -

3 9 8  R EM D R ON E - S H IP  H I T  E F F E C
TS

3 9 9  R EM

4 0 0  P R O C H I T ( S X % ,S Y % ,S L % ) :P R OC B
E A M O F F ( L L % ) : S C % = S C % . 4
-
1 0 * ( 8
-
L U % ) : G

OSUB 9 0 0
4 1 0  FOR  K = 1  T O  1 0
420  SOUND & 1 1 , 1 , 2 5 5 , 2 5 5 : S O U N D

& 1 0 , - 1 5 , 7 , 5 0
4 3 0  V D U 1 9 , 0 , 5 , 0 , 0 , 0 : V D U 1 9 ,

0 , 0 , 0 ; V D U 1 9 , 1 , 4 , 0 , 0 , 0 : V D U 1 9 ,
0 , 0 , 0

4 4 0  F O R  J = 1  T O  2 0 0 : N E X T
450  V D U 1 9 , 0 , 0 , 0 , 0 , 0 : V D U 1 9 .

O, 0 , 0  V D U 1 9 , 1 , 1 , 0 , 0 , 0 : V D U 1 9 , 2 . 4 ,
O, 0 , 0

4 6 0  F O R  J = 1  T O  1 0 0 : N E X T
4 7 0  N E X T
4813 FOR  K = 1  T O  1 0 : I S = I N K E Y S ( 0 )

:NEXT
4 9 0  GOTO 2 0 0
4 9 ?  R E M
498  R E M  DRAW C R ATER
4 9 9  R E M  •

DEF P R O C C R A T E R ( X , Y , R )
5 1 0  L OC A L  A , N
520  F O R  A = 0  T O  P I  S T E P  P I / R
.
1
2
5 
G
C
O
L
1
,
1
:
P
L
O
T 
4
,
1
*
1
2
0
4
-
X
+
R
*
1

.2 * S I N ( A ) , Y + R * C O S ( A ) :  P L O T  5 , 1 * 1
2 0 4 - X 4 - R * . 7 * S I N ( A ) , Y
4 -
R * C O S C A >

5 3 0  G C O L 1 , 2 : P L O T  4 , 2 * 1 2 0 . * X + R * 1
.2 * S I N ( A ) , Y + R * C O S ( A ) :  P L O T  5 , 2 * 1
2 0 4 - X + R * .7 * 5 I N ( A ) , Y + R * C O 9 ( A )

5 4 0  N E X T  A
5 5 0  F O R  R = P I  T O  2 * P I  S T E P  P I / R
5 6 0  G C O L 1 , 1 : P L O T  6 9 , 1 * 1 2 0 + X + R *

1 . 2 * 5 I N ( A ) , Y 4 - R * C O S
(
, A )

5 6 5  G C O L 1 , 2 : P L O T  6 9 , 2 * 1 2 0 4 - X + R *
1 . 2 * S I N ( A ) , Y + R * C O S < A ) : N E X T  A

5 7 0  F O R  A = 0  T O  2 * P I - P I ' 1 8  S T E P
P I / 1 5 : N = 1 . 2
4 -
. 7 * R N D ( 1 )80 COMPUTER & VIDEO GAMES

5 7 5  G C O L 1 , 1 : P L O T  4 ,1 * 1 2 0 + X - FR * 1
.5 6 * S I N ( A ) , Y + R * 1 . 3 * C O S ( A ) : P L O T  5
,1 * 1 2 0
4 -
X
+ R * 1 .
5 6 * N *
S I N ( A
) , Y
+ R * 1 .
3

* N * C OS < A )
5 8 0  G C O L 1 , 2 : P L O T  4 , 2 * 1 2 0 + X + R * 1

.5 6 * S I N ( A ) , Y 1 - R * 1 . 3 * C O 3 ( A ) : P L O T  5
,2 * 1 2 0
4 -
X
+ R * 1 .
5 6 * N *
9 I N ( A
) , Y A
-
R * 1 . 3

* N * C OS<A>
5 8 5  N E X T  A
5 9 0  ENDPROC
5 9 7  R EM
5 9 8  R EM P R I N T  D R ON E - S H IP
5 9 9  R E M
6 0 0  D E F  P R O C S H I P ( X Y % , L % )
6 0 5  L O C A L  C %
6 1 0  F O R  C % = 4  T O  8  S T E P  4
6 1 5  m n v E  X % - f
-
D % ( L % , C
% ) , Y
% : G C O L 1

,C % :P R IN T SS( :L % )
6 2 0  MOVE X %
4 .
D % ( L % , C
% ) , Y % - Z
% ( L %

) : G C O L 2 , 3 : P R I N T  D s
6 2 5  N E X T
6 3 0  ENDPROC
6 4 7  R EM
6 4 8  R E M  W I P E  OU T  D R ON E - S H IP
6 4 9  R E M
6
7
1
0  
D
E
F  
P
R
O
C
H
I
T
c
.
X
%
,
Y
%
,
L
%
)

6 5 5  L OC A L  C %
6 6 0  F O R  C 4  T O  8  S T E P  4
6 6 5  MOVE X %
-
f
-
D % ( L % , C
% )
)
Y % : G C O L 2

)
3
:
P
R
I
N
T  
D
S

6 7 0  N E X T
6 2 0  ENDPRAC
6 9 7  R E M
6 9 8  P E M  DRAW L A S E R  PER M
6 9 9  R E M
7 0 0  D E F  PR OC L ASER (X % , L % )
7 0 5  L O C A L  C %
7 1 0  F O R  C 4  T O  8  S T E P  4
7 1 5  GC OL 1 ,C %
7 2 0  P L O T  4 ,D % ( :L % , C % ) , Y % < L % ) : P L

UT 1 , X % , 0
7 2 5  N E X T
7 3 0  ENDPROC
7 4 7  R EM
7 4 8  R EM D E L E T E  L A S E R  B E A M
7 4 9  R EM
7 5 0  D E F  PR OC BEAMOFF<L % )

GC OL 2 ,3
7 6 0  P L O T  4 , 0 , Y % ( L % ) - P L O T  1 ,6 4 1 3

, 0
7 7 0  ENDPROC
7 9 7  R EM
7 9 8  R E M  DRAW GU AR D SH IP
7 9 9  R E M
Ann D E F  P R O C G U A R D ( X , Y , S )
8 0 5  L OC A L  C , D , E F O R  D = - 1  T O  1

STEP 2 : C = 1 . 5 + D s 2 : E = 1 . 5 - D / 2
8 1 0  G C O L 1 , C
8 2 0  P L O T  4 , X - D * ( 8 - 3 ) * 2 0 , Y



821
822
823
824
825
826
830 G C O L 2 , E
840
841
e42
843
844

PLOT 1 , - 3 2 * S , 0
PLOT 8 1 , 1 6 * S , 1 6 * 8
PLOT • 1,32*S,0
PLOT 8 1 , - 1 6 * S , - 1 6 * S
PLOT 1 , - 8 * S , - 8 * S

PLOT 1 , 9 6 * 8 , 2 4 * 8
PLOT 8 1 , - 9 6 * S , 8 * S
PLOT 1 , 0 , - 2 4 * S
PLOT 8 1 , - 2 4 * S , 0
PLOT 1 , 0 , 3 2 * S
PLOT 8 1 , 3 2 * S , 0

8 4 5  P L O T  1 , 9 6 4 6 J
-
8 * S
8 4 6  P L O T  8 1 , - 6 4 * 8 , 4 0 * S
8 5 0  GC OL 1 J C
8 6 0  P L O T  1 , 6 4 * S , - 4 0 * S
861 P L O T  0 , - 6 4 * S , 4 0 * S
8 6 2  P L O T  1 , - 3 2 * S ,
-
3 2 * S
8 6 3  P L O T  0 , 8 * S , 8 * S
8 6 4  P L O T  1 , - 3 2 * 9 , 0
8 6 5  P L O T  1 , 1 6 * S , 1 6 * S
8 6 6  P L O T  1 , 3 2 * S , 0
8 8 0  N E X T
8 9 0  ENDPROG
8 9 7  R E M  - - - - - - - - - - -
8 9 8  R E M  P R I N T  SC OR E
8 9 9  R E M
900  MOVE - 6 4 0 , 1 3 2 G C O L 2 , 0 : P R I N

T B $
9 1 0  MOVE - 6 4 0 , 1 3 2 : G C O L 0 , 3 : P R I N

L S C %
9 2 0  R ETU R N
9 4 7  R EM
9 4 8  R EM P R I N T  H I G H  SC OR E
9 4 9  R EM
9 5 0  I F  H I% >SC %  TH E N  R ETU R N
9 5 5  I F  H I% >SC %  TH E N  R ETU R N
960  H I% =SC %
9 6 5  MOVE - 6 4 0 , - 4 2 0 : G C O L 2 , 0 : P R I

NT B $
9 7 0  MOVE - 6 4 0 , - 4 2 0 : G C O L 0 , 7 3 : P R I

N T;H I%
9 8 0  R ETU R N
9 9 7  R E M
9 9 8  R E M  CHARACTER D A T A
9 9 9  R E M

1000  D A T A  2 4 , 2 4 , 0 , 0 , 0 , 0 , 0 , 0
1001 D A T A  2 4 , 2 4 , 6 0 , 0 , 0 , 0 , 0 , 0
1002  D A T A  2 4 , 2 4 , 6 0 , 6 0 , 0 , 0 , 0 , 0
1003  D A T A  2 4 , 2 4 , 6 0 , 6 0 1 1 2 6 , 0 , 0 , 0

1004 D A T A  2 4 , 2 4 , 6 0 , 6 0 , 1 2 6 , 1 2 6 , 0
JO

1005 D A T A  2 4 , 2 4 , 6 0 , 6 0 , 1 2 6 , 1 2 6 , 2
5 5 , 0

1006  D A T A  2 4 , 2 4 , 6 0 , 6 0 , 1 2 6 , 1 2 6 , 2
5 5 , 2 5 5

1997  R EM
1998  R E M  T I T L E  P A GE
1999 R E M  - - - - - - - - - -
2 0 0 0  MOD E7
2 0 1 0  P R I N T  T A B < 9 , 1 ) ; C H R $ ( . 1 4 1 )
1
7

H R $ ( 1 3 1 ) ; " M  O O N G U A R  D "
2 0 2 0  P R I N T  T A B ( . 4 , 2 > ; C H R V 1 4 1 ) j C

H R $ ( 1 3 1 ) " M O O N G U A R  D "
2 0 2 5  P R I N T  T A B ( 4 , 4 ) ; C H R V 1 3 3 ) ;

t 1  M i k e  S i f 1 9 1 e t o n  f o r  C  V G "
2 0 3 0  P R I N T  T A B ( 0 , 6 ) ; C H R $ ( 1 3 0 ) ; "

You  a r e  C o m m a fi d e r  o f  t h e  M n o n g
u a r d , "
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2 0 4 0  P R I N T  C H R S ( 1 3 0 ) , " a  s q u a d r o
n o f  s e v e n  s t a r c r u i s e r s  w h o s e "

2 0 5 0  P R I N T  C H R S ( 1 3 0 ) , " t a s k  i s  t
o p r o t e c t  t h e  s u r f a c e  o f  t h e "

2 0 6 0  P R I N T  C H R S < 1 3 0 ) , " M o o n  f r o m
a t t a c k  b y  t h e  s m a l l  b u t "
2 0 7 0  P R I N T  C H R $ ( 1 3 0 ) ; " l e t h a l  V o

rc4 o th  d r o n e - s h i p s . "
2 0 8 0  P R I N T  C H R S ( 1 3 0 ) ; "  Y o u r

u i s e r s  a r e  a t  s e v e n  o r b i t a l "
2 0 9 0  P R I N T  C H R S ( . 1 3 0 ) ; " l e v e l s  a n

d s o  4 r e  t h e  e n e m y  s h i p s .  Y o u "
2 1 0 0  P R I N T  C H R S < 1 3 0 ) j " m u s t  fi r e
a t  t h e  c o r r e c t  l e v e l  t o  h i t "
2 1 1 0  P R I N T  C H R S ( 1 3 0 ) , " a  d r o n e .

Th e  d e e p e r  t h e  l e v e l ,  t h e
2 1 2 0  P R I N T  C H R S ( 1 3 0 ) , " m o r e  p o i n

t s  y o u  9 e t .  K e y s  1 - 7  a r e  f o r "
2 1 3 0  P R I N T  C H R S ( 1 3 0 ) , " fi r i n 9 ,  k

e y  S  i s  t o  s t a r t . "
2 1 4 0  P R I N T
2 1 5 0  P R I N T  C H R S ( 1 2 9 ) , " P L E A S E  E N

TER T H E  NUMBER O F  M I N U T E S  Y O U "
2 1 6 0  P R I N T  C H R S ( 1 2 9 ) , " W A N T  E A C H
M IS S ION  T O  L A S T . "
2 1 7 0  P R I N T  P R I N T  C H R S ( 1 3 5 ) , : I N P

UT " M I S S I O N  T I M E  "  T
2 1 8 0  T = 1 * 6 0 * 1 0 0
2 1 9 7  R EM
2 1 9 8  R E M  S E T  V A R I A B L E S  &  D E F I N E
rHARS
2 1 9 9  R E M
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cr-

2 2 0 0  D I M  S (  7  )  : SC 5 ) = 3  S (  6  )=4  : S< 7
>=4 : t4 /3
2 2 1 0  S (  4  ) = 3 * 3 / 4  : St:: :3 >=Sr-: 4  : 4 3 / 4

( 2 ) = 3 ( 3 ) * 3 / 4 : 5 ( 1 ) = S ( 2 ) * 3 / 4
2 2 3 0  V D U  2 3 , 2 4 0 , 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5

, 2 5 5 , 2 5 5 , 2 5 5 , 2 5 5
2 2 4 0  D I M  5 $ ( 7 ) : D I M  B % ( 8 )
2 2 5 0  F O R  C = 2 4 1  T O  2 4 7
2 2 6 0  F O R  K = 1  T O  8 : R E A D  n ( K ) : N E

XT
2 2 7 0  V D U  2 3 , C , B % ( 1 ) , B % ( 2 ) , B % ( 3 )

, B % ( 4 ) , B % ( 5 ) , M ( 6 ) , B % ( 7 ) , B
7 ,
; ( 8 )
2 2 8 0  5 5 ( C - 2 4 0 ) = C H R S ( C )
2 2 9 0  N E X T
2 3 0 0  B S = C H R S ( 2 4 0 ) + C H R S ( 2 4 0 ) + C H R

$ ( 2 4 0 ) + C H R $ ( 2 4 0 ) + C H R S ( 2 4 0 )
2 3 1 0  SS=CHRSi:: 2 4 1  ) :  DS=CHRV:: 2 4 0  >
2 3 2 0  D I  m z : “  7  )  : FOR K=ITO7  Z%•:: K >zr-

4 + K * 4  : NEXT
2 3 3 0  D I M  D V ,  7 , 8  F O R  V:=1  T O  7  D

K „ 4  )= I NT( ( K  Y t 2 0  :  L')%i(
K „ 4 )  : NEXT

2 3 4 0  D I M  ' Y
.
: V . :  
7  :  
F O R K
= 1  
T
O  
7  
:  
' T "
; - ;
(  
K

) = 5 0 0
-
5 (  
K  
A l  
3
6  
:  
N
E
X
T

2350 D I M  X V 7 ) : F O R  K= 1 T O  7 : X V
K ) = I N T ( 3 2 * S ( K ) ) : N E X T

2360 S C 0 : H I 0
2397 REM

2398 REM DE F I NE  COLOURS 4 SOUND

2399 REM

2400 MODE 2
2410 ENVELOPE 1 , 1 , - 1 , - 1 , - 1 , 1 0 0 ,

1 0 0 , 1 0 0 , 0 , 0 , 0 , 0 , 0 , 0
2420 E N V E L O P E 2 , 1 , - 5 2 , - 5 2 , - 5 2 , 2 5

5 , 2 5 5 , 2 5 5 , 5 7 , 0 , 0 ,
-
5 7 , 5 6 , 0

2430 E N V E L O P E 3 , 4 , 0 , 0 , 0 , 1 , 1 , 1 , 1 2
7 , - 1 , 0 , 0 , 1 2 6 , 0

2440 * F X 2 2 9 , 1
2450 V DU 2 9 , 6 4 0
.
5 1 2 ;
2460 V D U 1 9 , 0 , 0 , 0 , 0 , 0
2470 V D 1 J 1 9 , 1 , 1 , 0 , 0 , 0
2480 V D U 1 9 , 2 , 4 , 0 , 0 , 0
2490  V D U 1 9 , 3 , 5 , 0 , 0 , 0
2500 V D U 1 9 , 4 , 1 , 0 , 0
2510 V D U 1 9 , 5 , 1 , 0 , 0 , 0
2520 V D U 1 6 , 5 , 0 , 0 , 0
2530 V D U 1 9 , 7 , 5 , 0 , 0 , 0
2540 V D U 1 9 , 8 , 4 , 0 , 0 , 0
2550 V D U 1 9 , 9 , 5 , 0 , 0 , 0
2560 V D U 1 9 , 1 0 , 4 , 0 , 0 , 0
2570 V D U 1 9 , 1 1 , 5 , 0 , 0 , 0
2580 V D 1 J 1 9 , 1 2 , 5 , 0 , 0 , 0
2590 V D U 1 9 , 1 3 , 5 , 0 , 0 , 0
2600 V D U 1 9 , 1 4 , 5 , 0 , 0 , 0
2610 V D U 1 9 , 1 5 , 5 , 0 , 0 , 0
2 6 9 7  R E M
2698 REM DRAW MOONSCAPE
2699 REM
2700 COLOUR3:PRINT T A I 1 ( 5 , 3 1 ) ; " M

°ONWARD",
2710 V DU 5 :RE M  TEXT AT  GRAPHICS
CURSOR
2720 P ROCCRAT E R(0 , 0 , 50 )
2730 P RO CCRAT E R(2 5 0 , -8 0 , 7 0 )
2740 P R O C C R A T E R ( - 4 0 0 , - 2 0 0 , 3 0 )
2750 P RO CCRAT E R(300 , 200 , 40 )
2760 P RO CCRAT E R(2 5 0 , -3 0 0 , 4 0 )
2770 P ROCCRAT E RC-100 , 400 , 4
1
3
2780 P RO CCRAT E R( -5 0 0 , 3 0 0 , 6 0 )
2790  P RO CCRAT E R( -3 2 0 , 5 0 , 3 0 )
2 8 0 0  P R O C C R A T E R <
-
: 6 0 0 ,
-
1 0 0 , 5 0 )

2 8 1 0  P R O C C R A T E R ( 1 0 0 ,
-
4 0 0 , 4 0 )
2 8 2 0  P R O C C R A T E R (
-
1 2 0 ,
-
3 2 0 , 5 0 )

2 8 3 0  F O R  Z = 1  T O  7
2 8 4 0  P R O C G U A R D ( - 8 0 * S ( Z ) , 5 0 0
-
1 6 0

* S ( Z ) , S ( Z ) )
2 8 5 0  N E X T
2 8 6 0  ' O T C '  1 0 0



The stereo dad is coaxed out of the Spectrum by
using magenta. green and yellow instead of red.
blue and purple. The red-and-blue spectacles still
work with these colours.

For reasons of speed. the action of Manhattan
Invasion takes place in the foreground only. It is. of
course. possible to have action in the background as
well -  the 0•Deep machine code game I've been
working on tor the Spectrum (see GarTIRS News) has
swift. smooth movement at all depths - but in Basic
this tends to slow the game down unbearably!

In the far  distance i s  a  background o l
skyscrapers separated by dark strips of sky. In the
middle ground is  a  chequered wall. In  the
loreground there are the enemy invaders plus your
own missile base at the bottom of the screen.

The idea of the game is to knock out the enemy
invaders but il you hit one. it doesn't explode - it is
just immbolised. None ol your missiles can pass
through an immobile invader so it acts as a shield
for any invaders coming in above it_ The invaders
attack from left to right and you only score a hit if
you prevent them from reaching the right-hand edge
of the screen.

In each sheet there are eight invaders. all Hying at
different heights. The higher the invader, the higher
you score il you hit D. One game consists of three
screens. but it you manage to immobilise a whole
screen of invaders, you gel a chance at an extra
screen

RUNS ON A SPECTRUM IN 16K AND 48K
Variables
bx, by :  missile base x•y coordinates
mx, my :  missile x,y coordinates
ex,ey :  enemy ship coordinates
sheet :  sheet counter
hit :  hi t counter

: number of ships on current sheet
score :  current score
high :  current high score
1(17) :  flags for recording which heights have

already been used

t G O  T O  1 0 0
7 R EM
8 REM r e s t o r e  b a c k g r o u r i d
9 REM

10 GO T O  1 1 + x - 8 * I N T  ( x / 8 )
11 P R I N T  I N K  3 j 4 T  Y , x ; " b " J
:ETURH
12 P R I N T  I N K  3 M T  1
, 4 , x ;
fi
c . " :

ETURN
13 P R I N T  I N K  6 0
7
1 T  
t t 4 , x . ; " b "
; :

ETURN

Controls
Key 5: move base left
Key 8: move base right
Key 7: fire missile
Key S: start new game

1ft A l l g t o p o
r
p f t i r r g i n W
i
y h l
e
f
i P t q W e r o
f

/odor • •  p  •  o '  •  11,,V.d
1
,- A w
e
d
/

NOTE: I n  lines 1 0 -1 0 0  and lines 8 0 0 -8 4 0  the  capital
letters in strings refer to GRAPHICS characters whose
user definitions are given in lines 500-617.

14 P R I N T  I N K  E . F I T
ETURN

1._; P R I N T  I N K  6 ; F I T
ETURN

16 P R I N T  I N K
ETURN.

17 P R I N T  I N K  , ,
t A TETURN
18 P R I N T  I N K  4 ; F I T  1
, x s a c " ; :ETURN
27 REM - -
28 R EM p r i r i t   s h i p s

1
4
4
, 
x
.
;  
"
c
"

Y , x ; " b " ; :  R

F•
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29 R EM
30 L E T  y = e y :  L E T  x = s x :  G O  S U B

10: P R I N T  " f g h i "
31 L E T  x c = 3 4 - b x - 2 * I N T  < b x / 2 > :  P

PIN T A T  b y , b x ;  I N K  x c ; " a " ;  I N K  . "
; " j d k " ;  I N K  x c ; " a "

32 I F  m y = 2 0  TH E N  B E E P  . 0 7 , 1 0 :
RETURN

33 I F  A T T R  ( m y
;
m x ) = 7 1  
T H E N  
G O

TO 3 6
34 I F  m y > 1  TH E N  B E E P  . 0 2 , 5 :  P

R INT A T  m Y , m x ; " e " :  I F  m y = 1 9  TH E N
RETURN
35 L E T  y=my-4-2 : L E T  x .
,
: m x :  G O  
T O

10
36 L E T  y=my4 -2 :  L E T  x = m x :  G O  S U

B 1 0
37 I F  my=e.-1 TH E N  L E T  e x = 2 7 ;  F

OR k = 5 0  T O  1 0  S T E P  - 1 :  B E E P  . 0 2 0
k :  N E X T  k :  G O  S U B  7 0

38 L E T  m y = 2 0 :  R ETU R N
47 REM
49 REM ,
L a m e  
a c t
i o n

49 R EM
50 GO S U B  3 0
51 L E T  e x = e x 4 .1  I F  e x > 2 7  TH E N

LET e x = 0 :  L E T  c = c + 1 :  G O  I n  9 0
52 L E T  i S = I N K E Y S

IF  i $ = " 5 "  A N D  b x > 0  TH EN  L E
I  b x = b x - 1

54 I F  1 $ = " 8 "  A N D  b x < 2 7  TH E N  L
ET b x=b x .1 .1

55 I F  mye ,2 0  TH EN  L E T  m y = m w - 2 :
IF  m.-.1=-1 TH E N  L E T  m y = 2 0

56 I F  i $ = " 7 "  A N D  m y = 2 0  TH E N  L
ET m y = 1 9 :  L E T  mx=bx.1-2

57 GO T O  5 0
67  REM
68 ,REM a d d  t o  s c o r e
69  R EM
70 L E T  h i t = h i t .
4
. 1 :  L E T  
c o u n t
= c +

LET s c o r e = s c o r e
4 .
( 1 9
-
m y ) 4
5
:  L E

sS=STRS s c o r e
71 P R I N T  A T  0 , 4 - L E N  s $ ;  I N K  0 ;

BRIGHT 0 ;  P A P E R  7 ; s $
72 RETURN
77 R EM
78 R EM u p d a t e  h i g h  s c o r s
79 REM
80 I F  s c o r e < = h i g h  TH E N  R E T U R N

81 L E T  h i g h = s c o r e :  L E T  h S = S TR S
h i g h

82 P R I N T  A T  0 , 3 2 - L E N  s $ ;  I N K  0
; B R I G H T  0 ;  P A P E R  7 ; s $

83 RETURN
87 REM
88 REM
89 R EM
90 I F  c = 8  TH EN  G O  T O  9 4

84 COMPUTER & VIDEO GAMES

new s h i p / e n d  o f  s h e e t

91 L E T  e y = 3 4 - 2 * . IN T < R N D * 8 )
92 I F  1 < e y > > 0  TH E N  G O  T O  9 1
93 L E I  1 ( e y ) = 1 :  G O  T O  5 2
94 I F  h i t < 8  TH E N  L E T  s h e e t = s

e e t - 1
95 I F  s h e e t > 0  TH E N  B E E P  . 5 . 5 .

GO S U B  8 0 0 :  L E T  h i t = 0 :  L E T  c = 0 :
FOR k = 1  T O  1 7 :  L E T  1 . ( k ) t
,
. 0 :  N E X T
k :  L E T  b x = 1 5 :  G O  T O  9 0

96  B E E P  . 5 , 1 0 :  B E E P  . 5 , 5 :  G O
1_11: 8 0 :  R E TU R N

97 R EM
98 R EM s t a r t
99 R EM

100 GO S U B  8 5 0
110 L E T  h i g h = 0 :  L E T  b y = 2 1
120 P R I N T  A T  0 . 0 ;  I N K  0 ;  P A P E R

7 ; B R I G H T  0 ; " 0 0 0 0 " :  L E T  s c o r e = 0 :
LET s h e e t = 3 :  L E T  h i t = 0 :  L E T  c = 0
125 FOR  k = 1  T O  1 7 :  L E T  1 ( . k . ) = 0 :

NEXT k
130 L E T  e x = 0 :  L E T  b x = 1 5
135 L E T  m u = 2 0 :  L E T  m x = b x
140 GO S U B  8 0 0
150 GO S U B  9 0
151 P R I N T  A T  4 , 5 ;  I N K  0 ;  P A P E R
) 10

152 P R I N T  A T
7 ; "  E N D  "

153 P R I N T  A T  6 , 5 ;
7 ; "

160 I F  I N K E Y S < > " s "
160
170 GO T O  1 2 0
497  R EM
498  R EM c h a r a c t e r  d a t a
499  R EM

7
4
7 
E
L
=
F
1

502  D A TA
503  D A TA
504 D A TA
505  D A TA
506  D A TA
507  D A TA
510 D A T A
511 D A T A
5 1 2  D A TA
513  D A TA
514 D A T A
515  D A TA
516  D A TA
517  D A TA
520  D A TA
521 D A T A
5 2 2  D A TA
523  D A TA
524  D A TA
525 D A T A

DATA

B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
B IN
P IN
B IN
BIN

0 0 0 0 0 0 0 0
0 1 1 1 1 1 1 0
0 1 1 1 1 1 1 0
0 1 1 1 1 1 1 0
0 1 1 1 1 1 1 0
0 1 1 1 1 1 1 0
0 1 1 1 1 1 1 0
0 0 0 0 0 0 0 0
0 1 1 1 1 1 1 1
0 1 1 1 1 1 1 1
0 1 1 1 1 1 1 1
0 1 1 1 1 1 1 1
0 1 1 1 1 1 1 1
0 1 1 1 1 1 1 1
0 1 1 1 1 1 1 1
0 1 1 1 1 1 1 1
1 1 1 1 1 1 1 0
1 1 1 1 1 1 1 0
1 1 1 1 1 1 1 0
1 1 1 1 1 1 1 0
1 1 1 1 1 1 1 0
1 1 1 1 1 1 1 0
1 1 1 1 1 1 1 0

INK 0 ;

INK 0 ;

THEN

PAPER

PAPER

GO T O



527 D A TA  B I N  1 1 1 1 1 1 1 0
530 D A TA  B I N  0 0 0 0 0 0 0 0
531 D A T A  B I N  0 0 0 1 1
0 0 0532 D A TA  B I N  1 1 0 1 1
0 1 1or-)-3 D A TA  B I N  1 1 0 1 1 0

1 1534 D A TA  B I N  1 0 1 1 1 1 0 1
=, ..:
.
...kJ 5 D A TA  B I N  0 1 1 1 1 1
1 05 3 6  D A TA  B I N  0 1 1 1 1 1 1 0
537  D A TA  B I N  0 0 0 0 0 0
0 05 4 0  D A TA  B I N  0 0 0 0 0 0
0 0541 D A T A  P I N  0 1 0 1 1
0 1 0542 DATA BIN o t o l i e l o

\

543  D A TA  .B IN  0 1 0 1 1 0 1 0
544  D A TA  B I N  0 0 1 1 1 1 0 0
5 4 5  D A TA  B I N  0 1 1 1 1 1 1 0 _

.46 D A TA  B I N  0 1 1 0 0 1 1 0
547  D A TA  B I N  0 0 0 0 0
0 0 0550  D A TA  B I N  0 0 0 0 0 0 0 0
I
6
1  
D
A
T
A 
B
I
N 
0
0
1
1
1
0
0
0

1552 D A TA  B I N  0 0 1 1 1 0 0 1
553  D A TA  B I N  0 0 1 1 1 0 1 1
554  D A TA  B I N  0 0 1 1 0 1 1 1
5 5 5  D A TA  B I N  0 0 1 0 1 1 1 1
556 D A TA  B I N  0 0 0 1 1 1 1 1
557 D A TA  B I N  0 0 0 0 0 0 0 0
560  D A TA  B I N  0 0 0 0 0 0 0 0
561 D A T A  B I N  1 1 1 1 1 1 1 1
562  D A TA  B I N  1 1 1 1 1 1 1 1
5 6 3  D A TA  B I N  1 1 0 0 0 1 1 1
564 D A TA  B I N  1 1 0 0 0 1 1 0
565  D A TA  B I N  1 1 1 1 1 1 0 1
566  D A TA  B I N  1 1 1 1 1 0 1 1
567  D A TA  B I N  0 0 0 0 0 0 0 0
5 7 0  D A TA  B I N  0 0 0 0 0 0 0 0
571 D A T A  B I N  1 1 1 1 1 1 1 1

5 7 2 DATA B IN 11111111
5 7 3 DATA B IN 11100011
574 DATA B IN 0 1 1 0 0 0 1 1
575 DATA B IN 10111111
5 7 6 DATA B IN 11011111
577 DATA B IN 0 0 0 0 0 0 0 0
5 8 0 DATA B IN 0 0 0 0 0 0 0 0
581 DATA BIN 0 0 0 1 1 1 0 0
582 DATA B IN 1 0 0 1 1 1 0 0
583 DATA B IN 1 1 0 1 1 1 0 0
584 DATA B IN 1 1 1 0 1 1 0 0
5 8 5 DATA B IN 1 1 1 1 0 1 0 0
586 DATA B IN 1 1 1 1 1 0 0 0
587 DATA B IN 0 0 0 0 0 0 0 0
6 0 0 DATA BIN 0 0 0 0 0 0 0 0
601 DATA B IN 0 0 0 0 1 1 1 1
6 0 2 DATA B IN 0 0 1 0 1 1 1 1
603 DATA B IN 0 1 1 0 1 1 1 1
6 0 4 DATA B IN 01101111
605 DATA BIN 0 1 1 0 1 1 1 1
6 0 6 DATA B IN 0 1 1 0 1 1 1 1
607 DATA B IN 0 0 0 0 0 0 0 0
610 DATA B IN 0 0 0 0 0 0 0 0
611 DATA B IN 1 1 1 1 0 0 0 0
612 DATA B IN 1 1 1 1 0 1 0 0

613  D A TA  B I N  1 1 1 1 0 1 1 0
614 D A TA  B I N  1 1 1 1 0 1 1 0
615  D A TA  B I N  I I 1 1 0 1 1 0
6 1 6  D A TA  B I N  1 1 1 1 0 1 1 0
6 1 7  D A TA  B I N  0 0 0 0 0 0 0 0797  REM

798 REM , I r a w  b a c k g r o k m d799 REM
800  FOR  w m
-
- 2  T i )  
1 9

805  FOR  x = 0  T O  2 8  S TE P  8
810 P R I N T  A T  y , x  I N K  3 " b c " ;

NK 6
" b c
t o c
.
. "  
I
N
K  
4
"
b
c
,
"

815  N E X T x :  N E X T  y
820  FOR  y = 2 0  T O  2 1
825  FOR  T O  3 0  S TE P  2 :  L E T

I F  g r , 2 * I N T  ( Y / 2 >  TH E N  ' L Er z t . 5

8 3 0  P R I N T  A T  y • x ;  I N K  3 . 5 4 - r . ; "; I N K  6 ;  I N K
8 3 5  N E X T x :  N E X T  .4
8 4 0  RETURN

847  R EM _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  -
a4e  R EM r e - 4 d  d a t a  &  p r i n t  t i t l q
849  R EM _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _ _  -850  FOR  kzzO T O  8 7
855  R EAD  n :  P O K E  ( i S R
860  N E X T k
865  D I M  1 ( 1 7 )

870  BORDER 7 :  P A P E R  0 :  B R I G H T  I: C L S

875  P R I N T  B R I G H T  0 ;  P A P E R  7 ;  I
NK 0 ; " 0 0 0 0  M A N H A T T A N  I N V A S I O N0 0 0 0

885 RETURN

r,

_ _ _ _ _ _ _ _ _ _  --01
• • • • • •  • 1 • 1
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This simple but effective game demonstrates well  the
stereo 3 - D  capabilities o f  the  Atari  computer. As  I 'v e
already said elsewhere, it's important to get as pure a red
and blue as possible for stereo viewing. In this respect the
Atari i s  ideal because y ou c a n actually program the
intensity — or luminance, as the manual calls it — of the
colours. Thus an excellent colour balance is achieved.

In Space-Hog, you take/the role of a kamikaze star-pilot
who just loves bumping into other spaceships! I n  the
foreground o f  the  scene is  a  mounta in range and just
peeping from behind it a second range of mountains deeper
into the screen. Scattered throughout the depths of space
are asteroids.

You pilot a ship at the left-hand edge of the screen and
you can control its upward and downward motion plus
movement INTO, and OUT of the screen.

This is vital because your victims are flying from right to
left across the screen at any of four different depths, as well

1 DI M COL(3 )
10 GOTO 200
17 PEN
le REM PRINT SHAPE $  AT X.X.YY$ COL C
19 REM
20 COLOR (S+COL(C)):PLOT XX,YY:RETURN
27 REM _  - - - - -  _
28 REM PRINT OWN SHIP
29 REM
70 S=OWNIC=0:==0L:YY=OLY:SOSUB20
31 XX=OL:&•OL::GOSUE 2 0
72 0LX=C4:0LY=OY:01_2=02
77 I F  0 fi  -
H E N  
3 8

86 COMPUTER & VIDEO GAMES

RUNS ON AN ATARI
as at different heights. For each ship you manage to crash
into you gain fifty points — but remember your ship must
be at the same depth as the victim to collide.

To ge t maximum screen space for  the  stereo action,
there's no on-screen scoring for  Space-Hog. The  other
compromise made  is to restrict movement to only two
objects at a time — your ship and the victim.

It is possible to put more ships on the screen at once but
there is a price to pay — the game slows down considerably
with each extra ship. Having said that. I  have included a
speed setting which ranges from 0 (slow) to 9 (fast). Before
each game starts you must choose a speed to play.
Program notes
Lines 5 2 0 -5 4 0  define the red, blue and purple used on-
screen. The  last number on each line defines the colour
intensity. I have used values whicti work well on my TV but
if these colours don't come out distinctly on your own TV
you should try altering the intensity appropriately.

— 1 r , • = c r e :  CIOSLIB 2.0
7F.. C=1: '00X+0Z:GOSLIE: 2 0 : RETUPN
•70 Cr-11:'.•.T11-“•1"(1E0Y; GOStile
•  C e r
-
r • + 1
4 7
.
F  
E
M

FEM M I N T  ENEMY SHIP
49 REM
•  ;=E NCI '; I:C=0: XX=ELX:YY=ELY:GOS1_18 2 0
- '‘".;4=1..1_*PELZI GOSUB 2 0

I E : = 0  THEN 5 5
C =
-
1 :
) 0
' .
= E
l
,
. :  
(
3
0
S
U
B  
2
0

E..4 C=2: :  GOSUB 2 0 : RETURN
SS C=3; X'.4•.EX: G O S I J S  2 0



S6 RETUPP
67 REM
68 REM SHIP COLLISION
69 REM
70 FOR r= 0  TO 2 0 0
7
1  
S
O
U
N
D 
1
0
‹
,
1
4
,
1
5

72 NEXT V.
73 SOUND 1 , 0 , 0 , 0

SCORE=SCORE+SO
75 RETURN
87 PEM
S8 REM SCAN JOYSTICK
89 REM
90 J7=STICK<0>
91 I F  •Y=11 AND 02>0  THEN 02=0Z-1
92 I F  JY=7 AND OZ<3 THEN 0,7=02+1
93 I F  JY=I4  044D OY)0  THEN 1lY=0Y-2
94 I F  JY=13 AND OY<20 THEN OY=0Y+2
95 RETURN
97 REM
98 REM MAIN PROGRAM
99 REM
100 OX=0:0Y=10102=0
105 SCORE=0:COUNT=0
110 U = 1 6 : E Y = 2 * I N T ( R N D ( 0
)
*
1 0 )

120 E Z=INTRND(0 >*4 )
130 FOP ff.=O TO (9-SPEED>*10:NENT K
140 GOSUS 9 0
isa GOSUB SO
160 GOSU8 3 0
170 I F  EX=OX AND EY=OY AND E2=02

THEN GOSUE 7 0
130 ELX=EX:ELY=EY: ELZ=EZ
190 EX=EX-1 : IF T H E N  1 3 0
191 COUNT=COLI4T+1
19Z I F  CO u NT
,
. : 3 0  
T H E N  
1 1 0

197 REM
198 REM GAME START
199 REM
200 GRAPHICS 0
201 GLTCOLOR 1 , 1 3 , 1 2
202 'i.ETCOLOR 2 , 1 3 , 0
203 sounD 0 , 0 . 0 , 0
210 POSITION 1 4 ,2 :PRINT

"SPACE-HOG"
220 POSITION 1 0 ,4 1

P R I N T
1
1 3 Y  
M I
K E  
S I
N G
L E
T O
N "

230 POSITION 6 ' 6 :
PRINT "FOF COMPUTER. &  YIDEO GAMES"

240 PRINT:PRINT
250 PRINT "YOU SCORE: " tSCORE
260 PRINT "YOUP SPEED WAS " P E E D
270 PRINT
275 I F  SCOREMIGH THEN HIGH=SCORE
280 PRINT "THE HIGHEST SCOPE

DO YOU WANT NOW
290 PRINT:PRIN1
77.oe PRINT "WHAT SPEED

SO FAR I S  " : HI G H
310 INPUT SPEED
320 I F  SPEED
,
-.0  O P

5PEED>9 THEN 3 0 0
497 F I N
493 FEM SET COLOURS &  SHAPES
499 REM
SOO GRAPHICS 1 7
510 SETCOLOR 0 , 0 , 0
520 SETCOLOR 1 . 3 , 4
530 SETCOLOP 2 , 7 , 4
540 SETCOLOR 3 , 5 , 6
550 SOUND 0 , 1 3 , 4 , 4
560 OWN=74
570 ENEMY=72
580 ASTROIDS4
590 MOUNTL=70:MOUNTR=71
600 COL (0 )=-3 2
610 COL (1 )=-6 4
E. CO L (2 )= 9 6 .
630 COL(3)=64
640 POKE 7E6 ,226
697 REM
o e  REM DRAW MOUNTAINS
699 PEM

700 FOR K=0  TO 1 0  STEP 1 0
710 Y7=21
720 C=3:X=K+1:S=MOUNTL:GOSUS 2 0
725 XX=K+2:S=MOUNTR:GOSUE 2 0
730 C = I M = 1
,
,
1
- 3 : 3 = M O U
N T L A G O S
U E  
2
0

735 ,
< X
= K
+ 4 :
6 =
M O
U N
T R :
G O
S U
E  
2
0

740 C=2:XX=V+5:S=MOUNTL:6O51B 2 0
74f.; , ,
: X =
K
+ 6 :
S = M
O U N
T R :
6 O S
U E  
2
0

750 C=3:XX=K+7:S=MO1'NTL:GOSUB 2 0
75E 4=K+81S=MOUNTR:GOSUE 2 8
760 YY=Z2
765 C=3:NX=K:S=MOU1TL:GOSUS 2 0
770 ::X=K+3:3=MOUNTR:G0SUE 2 0
-
7
S 
•
:
=
2
:
T
*
K
1
-
4
:
S
=
M
O
U
N
T
L
:
G
O
S
U
B 
2
0

7S0 C=1:XX=K+6:S=MOUNTR:GOSUB 2 0
785 : = 3 : X X = V 1
-
6 : 5 = M O U N T L :
G O S U E  
2 0

790 '1X=K+9:5=MO1JNTR:GOSUP 2 0
795 4Y=23:*'=K-1-4:GOSUE1 2 0
COO '44.4.5:S=MOUNTL:GOSUS
BOE NE:1T k

2%48 REM DRAW ASTROIDS
Z
-
9
9  
R
E
M

)00 •=.=ATROID
310 FOP YY=1 T O  1 9  STEP 2
920 XX=INTkRND(0)*12)4.4
930 C2=INTkRND(0)*34.1)
940 C=1:GOSUE 2 0
950 C=2:XX=XX422:GOSUE20
960 NEXT YY
970 GOTO 1 0 0

cSADY.

20

Variables
COL ( ):
C:
S:
XX,YY:
OX.OY.OZ:
01..X.OLY,OLZ:
EX,EY,EZ:
ELX,ELY,E1.2:

SCORE:
COUNT:
HIGH:
OWN. ENEMY.

,

• ,

44 444V

colour adjustment for character printing
colour to print in (0 -3 )
code of shape to print
X,Y coordinates to print at
X .Y2  coordinates of own ship
last X.Y,Z coordinates of own ship
X.Y,Z coordinates of enemy ship
last X,Y,Z coordinates of enemy ship
joystick value
current score
number of ships so far
current high score

ASTROID. MOUNTL,  MOUNTR: charac-
ter codes for shapes.
Controls
Use a joystick in port 1 of your machine. To start a
game enter a speed between 0  and 9 inclusive. When
you move your joystick left you will move OUT of
screen. Move it and you will move back INTO the
screen. Up and down movements are controlled as
normal.

COMPUTER & VIDEO GAMES 8 7



I

This simple stereo game is
essentially the same program on
both machines, with slight
adjustments for different screen
locations, screen sizes and sound
commands.

The trick used in Crash or
Crush to speed up movement in
Basic is that most of the moving
objects are continually scrolling
up the screen. The only object
that doesn't scroll is your own
"crusher" ship which is
continually poked in at the top of
the screen.

Using this trick, it's possible
to have ships moving quite
quickly at all sorts of depths.
You control the "crusher
- a t  t h etop of the screen and you can
move it left or right or INTO or
OUT OF the screen.

Coming up the screen at you
are asteroids and triangular
spaceships. Like a sort of
interstellar Steptoe and Son, you
are after any old iron and must
catch the triangular ships in the
arms of your crusher.

To do this you not only have
to be in the right horizontal
position, you also have to be at
the right depth. At the same
time you have to avoid bumping

88 COMPUTER & VIDEO GAMES

/  R U N S  ON A VIC-20 AND CBM 64
1:1 GOTO 500
17 REM
18 REM PRINT SHIPS & ASTEROIDS
19 REM
20 X = I NT(RND(1 )* 2 8 ):Z= I NT(RND(1 )* 6
4 .
1 )
21 PS=RS:IF RND(1 )› . 8  THEN PS=SS
22 I F  FLAG THEN P$=""
23 FLAG=1-FLAG:PRINT "  " :
24 I F  2=1 THEN PRINT T A B O O " :P S :R E T U R N
26 PRINT T 9 8 0 0 :  ' : P S : R E T U R N
27 REM
28 REM PRINT CRUSHER
29 REM
30 I F  2 n 1  THEN 3 3
31 P O K E S S + X X , 2 3 6 : P O K E S S 4
-
X X + 1 , 2 6 1 : P O I < E C 8
0
0 4
,
4 : P O K E C S
4 -
X X + 1
, 4

32 P O KE S 5 0 0 6 2 3 6 :P O KE S 5 4 -X X -4 -1 , 2 5 1 :P O KE CS +X X . 4 :P O KE CS
4 -
X X
-4 -
1 $ 4 :RE TUFN

33 P O K E S S + X X , 2 3 6 : P O I L E S S 0 0 0
-
1 , 2 6 1 : P O K E C S + : 4 4
,
2 : P O C E C S
4
=
4 -
1
,
2

34 P O K E 5 5 4 X X 4 . 7 . 2 . 2 3 6 : P O K E 5 S + X X
.
F 1 f . 7 2 . 2 5 1 : P O K E C S
4 -
X
4 -
2 7
,
6 : P O K E C S
4 -
X X
4 - 1
+
2 2 , 6

35 RETURN
37 REM
38 REM KEYBOARD SCAN
39 REM
40 KY=REEK<197)
41 FORK=1 TO 30:NEXT
42 IFKY=12ANDXXITHENXX=XX
-
1
43 IFKY=23ANDXX<28THENXX=XX
4.
1
44 IFKY=65AND22>ITHENZ2=ZZ
-
1
45 IFKY=50ANDZZ<6THENZZ=ZZ
-1
1
46 FORK=1 TO  30:4EXT:RETURN
47 REM
48 REM DETECT CRASH OR CRUSH
49 REM
50 I F  Z2=1 THEN 6 0
51 A1%=PEEK(SS-4-XX):A2%=REEK<SS
.
I
.
XX
1
ZZ?

62 81%=PEEK(SS+XX+1):82%=PEEK(3S+XX
4 .
2
4 .
1
)

53 I F  A1%=81 AND A2 = 8 1  THEN CPASH=CW11-41:POKE 51D+4.0:POKE S ID+4 ,1 2 9
54 I F  81%=81 AND 82%=81 THEN CPASH=CRWEH+I:FOKE SID+4-0:ROleE S ID+4 ,1 2 9
55 I F  A l 2 3 3  AND A2%3.233 THEN SO=S0+60:POKE E T D
4
- 1 1
,
0 : P O K E  S I D + 1 1 , 1 2 9

57 RETURN
60 Al%=PEEK(SS+XX):8 1 %=FEEK(SS
4 -
AX
-1 -
1 >

61 A2%=PEEK(CS+XX) AND 15 :62%=PCEK<CS.XX
4-
1 ) A H D  I S
62 I F  A1%=81 AND A2%=4 THEN C R A ; H = C R A S H
4
. 1 : P C C E  
• 1 D 4 - 4 . 1 2 9

•



into the asteroids — but don't
worry too much for if they're at
the wrong depth they won't harm
you.

A crash or crush sound
accA)mpanies any collision and
you score 50 points for crushing
a ship but lose 100 points for a
crash. The game ends after 250
objects have made their way up
the screen.

The drawback with the
scrolling trick is that you can't
have on-screen scoring so a
separate display deals with this
The other -
o d d "  
t h i n
g  
a b
o u t  
t
h
e

game is the keyboard scan
routine. Some of you may
already be familiar with the
method but if you aren't, it's
something worth remembering for
your own games.

Peeking 197 on the CBM 64
or 203 on the Vic-20 will return
a key code corresponding to the
last key pressed. It is NOT an
ASCII code but an internal
keyboard matrix code — which
you should work Out by
experiment. The advantage over
GET KS is that you can scan for
continual key presses rather than
single key presses.

The Vic version of Crash or
Crush runs on a 3.5K Vic but to
make it run with more RAM. just
alter line 600 which sets the
screen start ISS) and colour ram
start iCS) location to values -
appropriate to the 3.5k Vic,

On both the Commodore
machines. colour balance is
critical if you are to see the
stereo effect property. The
television may need delicate
tuning to get the best colour
possible and judicious fiddling
with the contrast and brilliance is
usually necessary. In particular.
don't get the picture too bright.
On the CBM 64. 1 found the
colour balance particularly
awkward. If you simply can't get
the colour nght on your 64. try
the following alteration to 610:
610 PRINT "  CLS ": POKE
53280.0: POKE 53261,11

This creates a black border
with a dark grey screen and the
red and blue are more distinct
through each lens. The only
drawback is that the image tends
to look rather blurred despite the
colours contrasting more!

63 I F  8 1 8 1  AND B2%=4 THEN CRASH=CF ASH+ 1 : P OK E 1  i  4 0 :  POKE S ID # 4. 129
64 I F  A l  %=233 AND A 2 4  THEN S O :
.
5 0 4 - 5 0 :  P O K E  
S  I I - 1 . 1  
1  0 :  
P O K E  
S  
I  
D 4 - 1 1 ,  
1 2 9

66 RETURN
197 REM
198 REM MAIN PROGRAM
199 REM
200 FORK=1 1030: PRINT: NEXT
210 GOSLIB 2 0 :  REM PRINT SHIPS &  ASTF 0 IDS
220 GOSUB 5 0 :  REM CRASH OP CRUSH ?
230 GOSUB 3 0 :  REM PRINT OWN SHIP
240 GOSUB 4 0 :  REM SCAN KEYBOAFD
250 COUNT=COUNT
4
-1
260 I F  COUNT< 500 THEN 2 1 0
270 GOTO 7 0 0
497 REM
498 REM SET UP SOUNDS
499 REM
500 S  10=54272
510 FOR L=0  TO 2 4 :  POKE SID4-L, 0: NEXT
520 POKE S I  D+24 . 15
530 POKE SID4-1. 10
540 POKE S  ID+S 11
550 POKE 5 I04-8 , 3
560 POKE S I  D4-12, 16*84.1 1
597 REM
598 REM SET VARIABLES &  SCREEN COLOUR
599 REM
600 55=1024: CS=55296
610 PR INT " n.4 4P0i
, 
E E 3 2 8 0  
,  1 :  
P O K E S
Y 2 8 1 .

62.0 5 w g r q " : R $ = " 1 0
697 REM
698 REM GAME START
699 REM
700 PRINT" 0 "
710 PRINT"  C R A S H  OR CRUSH"

20 PPINT:PRINT"  M I K E  SINGLETON"
730 PRINT: PRINT" F O R  COMFUTEF y l m o  GAmEs.
740 PRINT:PRINT:PRINT
7.45 I F  SO-CRASH*100 HIGH THEN HIGH=8O-CFASH*100
750 PRINT"  •rOU SCORED" :SO
760 PRINT: PRINT" YOU tFA5HED" ICRASH:"TIME" : :11
- C R A S W A  T H E N  
P R I N T " S " '
765 PRINT
770 PRINT:PPINT"  YOUF To rHL  f-POTIT WAS " :8O-CPASH4100
780 P RINT:P RINT:Ff IN1 "  THE HIGHE*D1 f RO FI T SO FAF I S " : H I G H
790 P RINT:P RINTWP INI "  PRESS S  TO STAFT A  NEW GAME"
300 GET G$ :1F G$ e S "  THEN 8 0 0
310 XX=IS:ZZ=2
820 80=0:CRASH=0:C0U1T=0
830 GOTO 2 0 0
PEADY.

/VIC-20 LISTING
10 GOTO 5 0 0
17 REM
18 REM PRIHT SHIPS
19 REM
20 X = I NT(RND(1 )* 1 1 ): 2 = I NTK RND(1 )* 6
4 -
1 )
21 F I = P S : I F  RND<1>>.8 THEN PS=S$
22 I F  FLAG THEN P$ =" "
23 FLAG=1-FLAG
24 I F  7
= 1  
T H
E N  
P R
I N
T  
T A
B <
X ) :
" $ "
: P
$ :
R E
T U
R N

25 P R I Z T J A 1 3 0 0 ; " " : P $ : L E F T W O O D 0 6 . 1
1
1 4 P . Z
-
2 ) : " " : P S : R E T U R N

27 REM
28 REM PRINT CRUSHER
29 REM
30 I F  2 2 )1  THEN 3 3
31 P O K E C S + X X , 4 : P O K E C S 0 0 6 - 1 , 4 : P O K E S S
4 -
0 , 2 3 6 : P O K E S S + X X
4 -
1 , 2 5 1

32 P 0 K E C S . W X , 4 : P O K E C S 4 - X X - 1 - 1 , 4 : P O I ( E S S
4 -
M 2 3 6 : P 0 K E S S
-
0 0 0
-
1
,
2 5 1 : R E T U R N

33 P 0 K E C S - F X X , 2 : P O K E C 5 + X X
4
- 1 , 2 : P 0 K E S S -
1 -
X X , 2 3 6 : P O K E S S + N X + 1
,
2 5 1

34 P O K E C S 0 0 0 - 2 2 , 6 : P O K E C S I - X * 0 - 1 4
,
Z Z , 6 : P O K E S S O C k s
-
2 2 , 2 3 6 : P O K E S S + X X
4 -
1
4
2 Z , 2 5 1

35 RETURN
37 REM
38 REM KEYBOARD SCAN
39 REM
40 KY=REEK<203)
41 FORK=1 TO 30:NEXT
42 IFKY=33ANDXX>0THENXX=XX-1
43 IFKY=264NDXX<14THENYX=XX+1
44 IFKY=30ANDZZ>ITHENZ2=ZZ-1
45 IFKY=22ANO22<6THENZZ=2,7
4
.1 COMPUTER & VIDEO GAMES 8 9



Variables
X, Z:

XX, ZZ:
A1%. 131%,
A2g/o. B2%:

KY:
SS:
CS:
FLAG:

COUNT:
SO:

90 COMPUTER & VIDEO GAMES

46 F O RI
,
= 1  
T O  
3 0 :
N E X
T : R
E T U
R N

47 REM - - - - - - - - - - - - - -
48 REM DETECT CONTACT
49 REM - - - - - - - - - - - - -  -
SO I F  Z2=1  THEN 6 0
S i AlPEEKkSS4-XX):A2"4=PEEK(SS+XX+ZZ)
52 81%=PEEK(SS4.0-1.1):82%=PEEK(SS+XX-1-2Z+1)
53 I F  A 1 8 1  AND A 2 = 8 1  THEN CRASHCRASH-4-1:POKE NOISE,130
54 I F  8 1 8 1  AND 8 2 % -
-
. 8 1  T H E N  
C R A S H C R A
S H 4 . 1 : P O K
E  
N O I S
E .
1 3 0

55 I F -01%=233 AND A n = 2 3 3  THEN SO=SCH-SO:POKE SID4-11.0:POVE NOISE,250
57 RETURN
60 A IRE E K (5 S +X X ):8 1 P E E K <S S +X x4 .1 )
61 A.2%=PEEK(C84-XX) AND 15:82%=PEEK(CS+XX-4-1, AND 1E
62 I F  A 1 8 1  AND A 2 = 4  THEN CFASH=CRASH-1-1:POE NOISE,130
61 I F  81%=81 AND 1 3 2 4  THEN CRASH=CFASH4-1:PME NOISE,130
64 I F  A l 2 3 3  AND A T
,
. .
-
m4  T H E N  
S O = S O 4 - 5
0 : F 0 f . E  
H O I S
E - 2 S
0

66 RETURN
197 REM - - - - - - - - - - - -
198 REM MAIN PROGRAM
1 9
9  
R
E
M  
-
-
-
-
-
-
-
-
-
-
-
-

200 FORK=1T030:PRINT:NEXT
210 GOSUB 20:REM PRINT SHIPS &  ASTROIDS
215 POKE NOIS E . °
220 GOSUB 50:REM CRASH OR CRUSH
230 GOSUB 70:REM PRINT OWN SHIP
240 GOSUB 40:REM SCAN KEYBOARD
250 COUNT=COUNT4.1
260 I F  COUNT SOO THEN 2 1 0
270 GOTO 700
497 REM - - - - - - - - - - - - -
498 REM SET UP SOUNDS
499 REM - - - - - - - - -
500 Y 0 L = 3 6 8
7 8510 N 0 I S E = 3 6
8 7 7520 POKE YOL.15
S97 REM - - - - - - - - - - - - -
598 REM SET VARIABLES
699 REM - - - - - - - - - - - - -
600 SS=7680:CS=38400
610 PRINT"1"1:ROVE36879.9
620 S S = " 0 "
4
" : R S
M .

697 REM - - - - - - - - - -
698 REM GAME STAFT
699 REM - - - - - - - -

700 PRINT710 PRINT" C R A S H  Of CRUSH'
720 PRINT :PRINT" V /  MIKE  SINGLETON"
725 PRINT:PPINT"  F O R "
730 PRINT:PRINT"COMPUTER t  VIDEO GAMEC"

745 I F  SO-CRASH*100'HIGH THEN HIGH=SO-CRASH*100
740 PRINT:PRINT

760 PRINT:PRINT"CRASRED";CRASH:"TIME":: IF CFAEH I T H E N  P RI NTS 750 PRINT"SCORED":0
7t.E. PRINT:PPINT
770 PRINT"TOTAL PROFIT":SO-CPASH*100
780 PRINT:PRINT"HIGHEST PROFIT" :HIGH
790 PRINT:PRINT:PRINT:PRINT"  P P E :  S  11 START"
200 GET G S : I F  & V  " ; '  THEN L.00
810 X X = 6 : 2 : =
2820 80=0:CRASH=0:COUNT=0
830 GOT° 2 0 0
READY.

X and Z co-ordinates of new objects on
screen
X and Z co-ordinates of "crusher"
peek of what's on screen just where the
crusher is about to be printed — used
for collision detection.
last key press
screen start location
colour ram start location
flag used to print objects only on
alternate lines (FLAG ,  0  or 1)
counter to time length of game
current score

CRASH:
PS:
S$:
RS:
NOISE:

VOL:
SID:

current number of crashes
string of current object to print
string of enemy ship
string of asteroid
location of white noise generator
(Vic-20 only)
location of volume control (Vic-20 only)
location of sound chip registers
(CBM-64  only)

Controls
S
,
s
t
a
r
t
,  
Z
=
l
e
f
t
,  
X
.
r
i
g
h
t  
?
,
-
m
o
v
e  
O
u
t  
o
f  
s
c
r
e
e
n
,
;
=
m
o
v
e

into screen.
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1

10 L E T  d 1 = 9 0 0 0 :  L E T  o l = 9 5 0 0 :
ET v 1 = 9 7 0 0

20 D I M  f ( 6 ) I  D I M  o ( 1 4 )
30 RESTORE 9 3 0 0 :  F O R  n = 1  T O  1 4
40 R EAD o ( n ) :  N E X T  n :  L E T  1 = 2

100 POKE 2 3 6 9 2 , 2 5 5 :  P R I N T  I N K
R N D * 4 ;"

105 I F  1 = - 1  T H E N  G O  T O  6 0 0 0
110 RESTORE d 1 + 1 * . 1 0
120 R EAD  d $ , n o r t h , s o u t h , w e s t , e a

5 t
130 P R I N T  " Y o u  A r e  a t  " ; :  L E T  p

=11
140 FOR  n = 1  T O  L E N  d $ :  I F  C OD E

d$(ï  )<CODE " 8 "  A N D  CODE d$t-In ::•>=c:
ODE " 0 "  TH E N  I N K  V A L  d S ( n ) :  G O
TO 1 6 0

150 P R I N T  d $ ( ) :  L E T  P = . T
, 4
1 . :  I F
p>24  A N D  d $ < n ) = "  "  TH E N  P R I N T

: L E T  p = 0
160 N E X T n
190 P R I N T  " . " ' " d i r e c t i o n s  y o u  m

a y p r o c e e d  i n "
190 I F  1 = 1 2  A N D  f ( 3 ) = 0  TH EN  L E

I  s o u t h = 0
200  I F  1 = 8  A N D  f ( 4 ) = 0  TH EN  L E T
w e s t= 0
210  I F  1 = 4  AN D  f ( 1 ) = 0  TH E N  L E T
e a s t = 0
220 I F  n o r t h < > 0  TH EN

o r t h "
230 I F  s o u t h < > 0  TH EN

o u t h "
240  I F  e a s t < > 0  TH E N

s t "
250  I F  w e 3 t < > 0  TH E N

s t "
300  P R I N T  ' " T h i n g s  o f  i n t r e s t  h

e r e : "
310  L E T  • h = O :  F O R  n = 1  T O  1 4 :  I F
o < n ) = 1  T H E N  L E T  n h =n h .4 .1 : R E S T O

RE 0 1 4 - n * 1 0 :  R E A D  x $ 1 , y $ :  P R I N T
" x $

320  N E X T T i :  I F  n h = 0  TH EN  P R I N T
"N o n e "
330  I F  1 = 9  AN D  f ( 4 ) = 0  TH E N  P R I

NT " T h e r e  i s  a  s m a l l  s l o t  o n  t h s
w e s t  w a l l . "

3 4 0  I F  1 = 4  A N D  f ( 1 ) = - 1  T H E N  P R
INT " T h e  d r a g o n  d e c i d e s  h e  d o e s n
' t  l i k e  y o u ,  s o  h e  k i l l s  y o u . "

GO T O  9 0 0 0
350 I F  1 = 4  A N D  f ( 1 ) = 0  TH E N  P R I

NT " T h e  n a s t y  d r a g o n  i s  B l o c k i g
a h o l e  i n  t h e  E A S T  w a l l . " :  L E T
f ( 1 ) = - 1
360  I F  l < > 4  A N D  f ( 1 ) = - 1  TH E N  L

ET f < I ) = 0
370 I F  1 = 4  A N D  f ( 1 ) = 1  TH E N  P R I

NT " T h e  d r a g o n  i s  d e a d "

PR INT , " N

PR IN T

PRINT , " E a

PRINT , " W e

• • • • -

Extract from a time-traveller's diary 4
1
6  i n  t  
p y r a -

mid of Ikhotep, pharoah of the ninth dynasty, on the planet
Sirius B, in the dog star system.

"I have  been attempting to  discover the  secret o f  the
pyramid for some months now. I t is the only way I  will be
able to escape this barren planet. Afte r  my time-machine
was destroyed by  the warrior tribe I  found my way to this
dusty monument a fter consulting a  man they regard as a
wizard. He  is  in fact a  fellow traveller in time and space
exiled by the Time Lords to this lost planet. He has decided to
stay and persue his black arts among the warrior folk. But he
has told me of a time gate which will  lead me back to the
main time lanes and freedom. He said the gate was hidden



1

• • • • 1 1 1 • E . . 1 • •

within the pyramid. I  have uncovered some clues but not
enough to lead me  to the  fi na l  solution. I  can only  keep
trying. But I  feel that, for me at least, time is running out."

The diary was found next to a small pile of oddly shaped
bones deep within the heart of the pyramid.

Can you fi nd your wa y  out of the pyramid and off the
barren planet? You will find several rooms within the pyra-
mid and several objects within those rooms which must be
collected to solve the riddle of the ancient monument. The
program uses the  standard tw o word e ntry  system a nd
adjectives should not be entered. To move simply type in the
direction you wish to go. for example: I C  or 'north'. Other
useful words are TAKE, GET, THROW, DROP, INVENTORY.

BY A. CLAPHAM
RUNS ON A SPECTRUM IN 16K

380  I F  1 = 1 6  A N D  f ( 2 ) = 0  TH EN  P R
IN T " T h e r e  i s  s o m e t h i n g  g l i s t e n i
ng a t t h e  t o p  o f  t h e  t r e e . "

390  I F  1 = 1 6  A N D  f < 2 ) = 1  TH E N  P R
IN T " T h e  t r e e  i s  l y i n g  o n  t h e  g r
o u n d "

4 0 0  I F  ( 1 = 1 2  AN D  f ( 3 ) = 1 )  OR  1 = 1
4 TH E N  P R I N T  " T h e  d o o r  i s  s m a s h
ed d o w n . "

4 1 0  GO S U B  5 0 0 0
4 2 0  I F  v n < 5  TH EN  G O  T O  v n * 5 0 4 - 4

00
430  I F  v n i c 5  TH E N  G O  T O  6 3 0
4 4 0  GO T O  v r 4 5 0 4 . 3 5 0
500  I F  n o r t h = 0  TH E N  G O  T O  3 0 0 0
5 1 0  L E T  1 = n o r t h :  G O  T O  3 3 0 0
550  I F  s o u t h = 0  TH E N  G O  T O  3 0 0 0
560  L E T  1 = s o u t h :  G O  T O  3 3 0 0
600  I F  w e s t = 0  TH EN  G O  T O  3 0 0 0
610  I F  1 = 0  TH E N  G O  T O  6 0 0 0
620 L E T  1 = w e s t :  G O  T O  3 3 0 0
630  I F  e a s t = 0  TH E N  G O  T O  3 0 0 0
6 4 0  L E T  1 = e a s t :  C O  T O  3 3 0 0
650  I F  0 (4 ;1 * (1 )=
-
1  T H E N  
P R I N
T  
" Y
O

U A R E  AL R EAD Y C AR R YIN G I T  ! ! ! ! " :
GO T O  4 1 0
655  I F  o ( l ) < > - 1  A N D  o n < > 1  TH E N
PRINT " Y O U  H A V E N '  T GOT AN YTH IN G
TO C A R Y I T  I N ! ! ! " :  C O  T O  4 1 0
660  I F  o C o n ) < > 1  T H E N  G O  T O  3 2 0

670  RESTORE o l + o n * 1 0 :  R E A D
$ , z

6 8 0  I F  z = 0  TH E N  G O  T O  3 0 0 0
685  I F  o n = 1  T H E N  L E T  o ( o n ) = - 1 :
PR IN T " Y O U  S TR A P  I T  T O  YOUR W R I

S T " :  G O  T O  3 3 0 0
690  L E T  o < o n ) = - 1 :  P R I N T  " I T  ZOO

MS S A FE L Y  I N T O  YOUR W A T C H ! " :  G O
TO 3 3 0 0

700  I F  ,
C o n ) . :
: > -
1  
T H
E N  
C
O  
T
O  
3
1

00
710  L E T  o ( o n ) = 1 :  I F  o n = 1 3  TH EN
LET f
(
5 ) =
0 :  
G
O  
T
O  
3
3
0
0

7 2 0  GO T O  3 3 0 0
7!'.0 I F  o n < > 4  O R  f ( 2 ) = 1  TH E N  c o
TO 3 0 0 0
760  I F  o < 3 ) < > - 1  O R  o < 7 > < > - 1  T H E

N G O  T O  3 0 0 0
761 I F  l < > 1 6  TH EN  G O  T O  3 2 0 0
765  I F  f < 6 ) = 0  TH E N  P R I N T  " T h e

saw w o n ' t  w o r k  w i t h o u t  e l e c
t r i r i t y    G
O T O  4 1 0

770  I F  f ( 5 ) = 0  TH E N  P R I N T  " T h e
t r e e  f a l l s  d o w n  o n t o  y o u r  u n p r
o t e c t e d  h e a d .  C r u n c h .  G
O T O  8 0 0 0

780  L E T  1 ( 2 ) = 1 :  P R I N T  .
" T h e  t r e ef a l l s  d o w n  o n t o  y o u r  s a f e t y  h

a l m e t .  A n  a x e  f a l l s  o u t  t h e  t o p
o f  t h e  t r e e . " :  L E T  o < 1 4 ) = 1 :  C O  T
O 3 3 0 0
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EXPLORE
NEW FRONTIERS OF FUN

WITH

From vintage classics like"AMOK"and"ALIEN BLITZ" tothe latestclassics like
"KAKTUS" and "MOTOR MANIA".

From Machine Code Arcade Action through Graphical Adventure to Mind
Bending Board Games - WE'VE GOT THE LOT!

THE BIGGEST RANGE EVER FOR VIC 20 and 64 - NOW ALSO DRAGON AND SPECTRUM
WRITE OR PHONE FOR FREE COLOUR T A L O G U E !

AUDIOGENIC, P.O. BOX 88, READING, pE S .  (0734) 586334 •
thp

•



BOO I F  o n < > 6  TH EN  G O  T O  3 0 0 0
a l o  I F  o < 1 4 ) < > - 1  O R  1 ( 3 ) = 1  T H E N

GO T O  3 0
0
0

815 I F  l < > 1 2  TH E N  G O  T O  3 2 0 0
820 P R I N T  " C h o p  c h o p  c h o p  s m a

Eh s m a s h  T h e  d o o r  h a s  b e e n  s p i
ashed d o w n " :  L E T  f ( 3 ) = 1 :  G O  T O  2
300

850 I F  o n < > 1 3  TH E N  G O  T O  3 0 0 0
860 I F  o ( 1 3 ) < >
-
1  T H E N  
G O  
T O  
3 1

00

3
-
6

8 L E T  f ( 5 : 2 = 1 : . G O  T O  3 3 0 0IF o n  A<>7  N D  o n  o<>3  TH EN  G
TO ' :
7
0 0 0
905 I F  n ( o n ) < > - 1  TH E N  G O  T O  3 1

00
910 I F  0 ( 7 ) < > - 1  O R  0 ( 3 ) < > - 1  T H E

N G O  T O  3 0 0 0
920 L E T  f ( 6 ) = 1 :  G O  T O  3 3 0 0
950 I F  o n < > 1 0  TH E N  G O  T O  3 0 0 0
955 I F  o ( o n ) < >
-
1  T H E N  
G O  
T O

00
956 I F  1 .< > 8  TH E N  P R I N T  " I  r a n '

t  s e e  a - w h e r e  t o  i n s e r t  i t  ! ! !
! " :  G O  T O  4 1 0
960 L E T  o ( o n ) = 0
970 P R I N T  " T h e  w a l l  s u d d e n l y  E h

a ke s a n d  g l i d e s  t o  o n e  s i d e  1
eavinca a  d o o r w a y  w e s t  ! ! ! ! ! ! !
! ! ! ! ! ! ! ! ! ! ! ! " :  L E T  f ( 4 ) = 1 :  G O  T O
3300

1000 I F  o n < > 1 1  TH E N  G O  T O  3 0 0 0
1005 I F  o ( o n ) < > - 1  T H E N  G O  T O  3 1
00
1006 I F  o ( 5 ) < > - 1  TH E N  P R I N T  " Y o
u h a v e n ' t  g o t  a n y t h i n g  t o  s h
a r p e n  i t  o n  ! m i l l "
.  G O  T O  
4 1 0
1010 P R I N T  " T h e  k n i f e  t u r n s  e x t r
a s h a r p  ! ! ! ! " :  L E T  0 ( 1 1 ) = 0 :  L E T
o ( 1 2 ) = - 1 :  G O  T O  3 3 0 0
1050 I F  o n < > 2  O R  0 ( 1 2 ) < > - 1  T H E N

GO T O  3 0 0 0
1055 I F  1 < > 4  TH E N  G O  T O  3 2 0 0
1060 I F  f ( 1 ) = 1  T H E N  P R I N T  " T h e
P o o r  t h i n g ' s  a l r e a d Y  d e a d .  " :  G
0 T O  4 1 0
1070 L E T  f ( 1 ) = 1 :  P R I N T  " S q u e l c h .

The d a g g e r  s i n k s  t o  t h e  h i l t  i n
t h e  d r a g o n .  I t ' s  d e a d !  P o o r  t h

GO T O  3 3 0 0
1170 P R I N T  P R I N T  ' " Y o u  a r e  c a r
r . 4 i n g : "
1180 L E T  n h = O :  F O R  n = 1  T O  1 4 :  I F

0
0
-
1
)
=
-
1  
T
H
E
N  
L
E
T  
n
h
=
n
h
+
1
.
:  
R
E
S
T

ORE 0 1 + n : t 1 0 :  R E A D  x $ , y $ :  P R I N T  'A
S "  " x $
1190 N E X T n :  I F  n h = 0  TH EN  P R I N T

" N o t h i n g "
1200 GO T O  1 0 0
3000  P R I N T  " Y O U  GAN  T ,  I D I O T ! ! ! !
" :  G O  T O  4 1 0
3100 P R I N T  " Y o u  a r e n ' t  c a r r y i n c l
i t  , s t u p i d ! " :  G O  T O  4 1 0

3200  P R I N T  " I t  i s i m ' t  h e r e ! ! ! "
0 T O  4 1 0
3
7
0
0  
B
E
E
P  
.
1
0
:  
P
R
I
N
T  
F
L
A
S
H  
1
.

"COMMAND E X E C U
; 2 4
T E D " :  G O  
T O  
1 0 0

5 0 1 0  I N P U T  "COMMAND " ,  L I N E  c $ ;
FOR n = 1  T O  L E N  c $ :  I F  C OD E c $ ( n )
<=CODE " Z "  T H E N  L E T  c $ ( n ) = C H R $
((C OD E c $ ( n ) ) 4 . 3 2 ) :  I F  c $ ( n ) = "
1
1 a "
THEN L E T  c $ ( n ) = "
5 0 2 0  N E X T  n :  P R I N T  "COMMAND " ; c $
: F O R  n = 1  T O  L E N  c $ :  I F  c $ ( n ) = "
" TH E N  L E T  v $ = c $ (  T O  n - 1 ) :  L E T
n $ = ( :$ (n +1  T O  )  : G O  T O  5 0 5 0
5 0 3 0  N E X T n
5040  L E T  v $ = c $ :  L E T  n $ = " " :  L E T  n
o = 0 :  G O  T O  5 1 0 0
5 0 5 0  I F  v $
,
= " 9 o "  
O R  
v
$ = " m
o v e "  
O
R

v $ : = " w a l k "  O R  v $
, .
. " r u n "  
T H E N  
L E T

• S = n $ :  c o  T O  5 0 4 0
5 0 5 5  FOR  n = 1  T O  1 4 ;  R ESTOR E 0 1 4 -n
4:10
5 0 6 0  R EAD  x $ :  I F  n $ = x $  TH EN  L E T

o n =n ;  G O  T O  5 1 0 0
5 0 7 0  N E X T n
5 0 8 0  P R I N T  " I  d o n ' t  k n o w  w h a t  •
" ' n $ ; "
5 0 9 0  B E E P  . 1 , - 2 0 :  G O  T O  5 0 0 0

7; 1
1 k
:  
F
O
R  
n
=
1  
T
O  
1
5
:  
R
E
S
T
U
R
E  
v
l
4
n

5 1 1 0  R EAD  x $ :  I F  x $ = " . "  TH E N  G O
TO 5 1 4 0

5 1 2 0  I F  v $ . . .
-
- x $  
T H E N  
L E T  
V o r
= f 1 :  
P
F

TURN
5 1 3 0  C O T O  5 1 1 0
5 1 4 0  N E X T n
5 1 5 0  P R I N T  " I  d o n ' t  k n o w  h o w  t o

5 1 6 0  Cr:' T O  5 0 9 0
6 0 0 0  P R I N T  " L A Z E R  B OL TS  FL A S H  OU
T FROM T H E  K I L L O - Z H P  GUNS F I X E D

TO T H E  R OA D "
6 0 1 0  I F  o ( 9 ) < > - 1  A N D  0 ( 8 ) < ) - 1  T H
EN P R I N T  " F R I Z Z L E  ! ! ! ! ! ! ! ! ! " :
GO T O  8 0 0 0
6 0 2 0  I F  o ( 9 > < > - 1  TH E N  P R I N T  " T H
E L E F T  R A Y  I S  R EFL EC TED  B Y  TH E M I
RROR. T H E  R I G H T  P R Y  I S N ' T  ! ! ! ! "

GO T O  0 0 0 0
6 0 3 0  I F  o ( 8 > < > - 1  T H E N  P R I N T  " T N
E R I G H T  R A Y  I S  R EFL EC TED  B T  T H
E R EFL EC TOR . T H E  L E F T  R A Y  I S
N ' T ! ! ! ! ! ! ! ! ! ! ! ! ! ! ! ! ! ! ! ! ! " :  G O  T O

8 0 0 0
6 0 4 0  P R I N T  " B O T H  T H E  R A Y S  A R E
FLECTED B Y  T H E  MIR R OR  A N D  T H E  R
E F L E C T O R ! ! ! ! "
6 0 5 0  P R I N T  F L A S H  1 ; ' " Y O U  H A V E  M
ANAGED T O  ESC APE A L I V E ! ! ! ! !
1 1 1 1 1 1 , 1 ' 1 1 1 1 : I I  " :  G O  T O
0 1 0
8 0 0 0  P R I N T  F L A S H  1 ; " Y O U ' R E  D EAD
! ! ! "
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I

MOonraider 7.95
S woop 7.95
Alien Destroyers 7.95
Galactic conwriander 7,95
Chemistry 695
Kitties Gonaa 7.95
Croaker 7.95
Chess 7.95
Wall 5.95
Physics 6_95
Demon Decorate
,

6.95

Danger UXB 7.95
Escape from Moonbase Alpha 7 95

Asteroid Storm 7 95
Aken Swarm 6 95

Barrage BBC 7.95
Beet) Tote 6.95
Cav em en A dv entur e 6.95
The Laby r inths  ot LeCoS ne 196

Beebmon 7.95
Draw 9.96
l is as S em bler 6.95
Time Trek 796
Astro Navigator 5_95
star Trek 5.95
S pac e M az e 95
World Geography 8,95
El Dorado Gold 6 95
Junior Marris 6.95
Oblivion 7,50
Sea Lord 7.50
Graphics Package 9.50
Music Synthesizer 9.50
Painter 8.00
Shrinking Professor 600
I io n & Castle 00
Bouncer 8.00
Hows z at &CC
Bug Bomb 7.95
1 endtalt 7.95
Space Adventure 7 95
Star Maze 8 50
Pass GO 8.50
Connect 4 7.50
Devils Causeway 8.54

Gndtrao 7
.
9
5

Astrotighters 696

Chopper 6.95

Destroyer 7.95

Gunfi ght 6.95
Space Rescue 8 95.
Puzzlepack 8 95

Starship Escape 9.95

Datepack 8.95
Scorpion 7_95

Multaron 7.95
Arcadia 5.50
Wacky Wasters 5.50
Frantic 5.50
Bevetched 5 50
Catcher Snatcher 550

1

Ealist° Computers Ltd.
119 JOHN BRIGHT STREET, BIRMINGHAM. Tel: 021-632 6458

BEST OF ATARI
NO 1 ADVENTURELAND
NO 2  PIRATE ADvENTURE
NO 3  LOGSDON 1 1 1 :
.
O S S I 0 1 . E
NO 4  v 0 0 0 0 0  CASTLE
NO 5  !RE  COUNT
NO 8  STRANGE ODYSSEY
NO ?  MYSTERY I
, L N  
H O U S E
•K3 B  pYRIAMID OF DOOM
'40 OGP IOS TTOWN
•,0 1 0  SAvAGE ISLAND pail I
' .0  11 S A v A GI ISLAND pan 2

120010( 54 VOYAGE
r, A G A 1  ADVENTURELAND
•: A GA . 2 PIRATE ADVENTURE
• LA DRAGON

DRAGON

AJARD
reJARD

NATC43
•4ATOR
ir
,
t
E

tE
NE OF 515YP1luS
i

H I  NUCLEAR Ex35.BEn
ORDS OF KARMA

.r.NDROMEDA CONQUEST
JNiEPER RIVER LINE

" - IRE  O f  THE OVERMIND
Of PONT DEFIANCE
NNAIRE

, • , N  FA IR ° ,
_ANE1 MINERS

GE 5  SORCERESS
NK ARKADE

• " .1
-  
2
9
4
9
e
.

OF DEATH
• - .D E R  AT AWESOME HALL

ma HUNTER
SANDS OF EGYPT
THE CONSTRUCTOR
ZAxXON
ZAXXON
AtAptaC MASTER

'PHIC GENERATOR
,
O
C
H
A
S
E

2
ZURA 3
DEADLiNE
STARCROSS
ACT4O4 QUEST
K DOS
HELLCAT ACE
FLOYD Of  THE JUNGLE
CHOPPER RESCUE
HELLCAT ACE
FLOYD OF THE JUNGLE
CHOPPER RESCUE
GORE
SHAMUS
SHAMUS
WA YOU I
OtX
NECROMANCER
A E
PREPPie
SANDS OF EGYPT
THE PHARACerS CURSE
CLOSE ASSAULT
E FACTOR
MELTDOWN
SPIDER INVASION
AZTEC CHALLENGE
STAR BLAZER
SUSPENDED
MOUNTAIN KING
BOULDERS B BOMBS
sPITEIRE ACE
WINGMM1
LUNAR -EEPER
THE NEXT 515P
10Aut4AuDER
MEMORY MAP TUTORIAL
INSTEDIT
REPT ON
THE BLADE OF BLAcKPOOLE
ALPHA SHIELD

•. -A- OF CROWLEY MANOR 1 6 X  1 7  99
• - . D M  IFIAAM 1 6 K  1 7  99

L 1996 1 6 K  1 7  99
d,. INE S  1 8 1 4  1 7 9 9

.401,1154E5 3 2 1 t  1 7  9932X 3 6 .9 9
1691 1 4  49
3211 1  9 9
1611 1 7  99
3711 1 7 9 9
itat 2 1  09
32K 2 1  99
1041 2 5 4 9
3211 1 9 9 9
1611 1 1  95
4841 1 4  95
3241 1 3 1 5
4811 1 5 9 6
48X 2 1 9 6

TIC 2 5 9 5
itIK  1 8  95
a2k. I t  96
MIK 7 1 9 5
1641 t i  95
1641 2 9 .8 9
3211 1 9  95
16K 1 2 9 5
ifi K 1651 )
16K 2 9 9 5
Net 2 4 8 5
i Mt 2 9 8 9
3741 2 9  99
4841 2 9  95
3241 1 9 9 5
3241 2 5 5 0
3214 2 9 8 5
32K 2 9 8 5
32K 2 9  95
3241 3 7  95
3241 2 9  95
111$ 1 4 9 5
32% 5 4  95
3211 2 7  50
3241 2 7  513
32K 7 7 5 0
48K 2 7 5 0
32K 2 7 5 0
3241 2 7  50
t5K 2 0  S:
teP( 2 6 5 0
32K 2 6  50
4411. 2 9  95
1641 2 9 9 9
.12% 2651 )
Met 2 6 9 9
16x 2 5  49
161( 7 7
9 63211 2 4  95
3211 1 9  95
16K 1 1 9 6
 1811 1 1  05
l tW 1 1 ,9 5
1545 ' 2 . 9 5
4545 2 5  95
3711 2 9  95

ROM 1 8 4 1  2 9  95
ROM N i x  2 9 0 6

C 32K. 404 2 5 .9 5
C 32K 401
1
. 
2 5 E 1
5

O 4 8 1 4  2 1  95
,O N e r  2 9  95
O 4 0 K  2 4  95

C O 1 6 K  1 9 9 9
D 3 2 4 1  7 1 9 5
D 4 8 1 5  2 6 9 5
D 4 8 1 5  2 8 9 5

ROM t e t  7 4 9 5

PLUS NEW TITLES
'
,
n
o
e
s 
F
O
R 
D
E
T
A
I
L
S

24%. 1 7 9 9
2441 1 7  99
2441 1 7  99
7415 1 7  99
2415 1 7  99
7111 1 7  99
2411 1 7 9 9
2441 1 1 9 9
2411 1 7  99
2445 1 7 .9 9
2441 1 7
9 9 7415 1 7  99
4515 9 9 9 9
4541 2 8  99
18K 2 5 4 9
3215 2 5  49
32% 2 8 4 9
1845 2 6
4 9

BBC

v
Space SCrarnble
Skrambie
J um ping Jack
Tnad

VIC 20
/ .95
7.56
7 95
796
7 95

To CA L I S ; U LUMPU TERS LTD, 119 JOHN liFt iuHT STREET. BIRMINGHAM
.LEASE ACCEPT MY ORDER FOR THE FOLLOWING PROGRAMS -

3
4
5.
Cheque No.
Please debit  my  credit card ACCESSVISA No.
P hone o r de r s  w e l c o m e  o n  oa 1-ea2 6 4 5 8  S i g n e d

96 COMPUTER & VIDEO GAMES

t o r E e n c l o s e d .

Calisto Computers Ltd_
Despetch to

Name

Address.

SPECTRUM
Styx
Pool
Manic Miner
A q u ar i u s
Gen Elect ion
Castle
Painter
Jungle Fever
Tutor Chess
Adventure E Go lden  Apple '
Krakst
30 Ouadracube
Cialaxsans
30 Combat Zone
Cosmic Debris
Invasion Force
Gobbleman
Jet Pack
Nast
Transam
Comm
Yomp
Start le
Sheepwalk
Golt
Frenzy
Caterpilla
Road Frog
Monster Muncher
Black Hobe
Violent Universe
Black Crystal
Votcank: Dungeon
Armageddon
Kong
Robotics
Digger Dan
Zoian
Astron
Meteoroids
Firebeds
Monsters in Hell
P
1
4
0
9
0
1
3
0
0
9

M as tentey
SoM1411
Sohot 2
Reposer
Robon
CornrAlet
Ad CliciduenS
Screzoods
Arcadia
Jumpin Jack
Zoom
Zip-Zap

596
595
595
595
695
6.95
5 75
6.90
6.95
895
796
495
4.95
595
495
4.95
4.95
5.50
560
5.50
5.50
795
795
7.95
7,95
5.50
550
550
5.50
550
5.50
7.50
5.00
5,95
5,95
5.95
5 95
4 9
,
5
5.95
495
595
595
5.95
595
596
595
595
5 95
995
584)
5.93
550
5.60
5.50
560

L r
G
a l
a
x y  
W
a
r
r
i
o
r

Sword ot Peace
Black Crystal
Volcarlic: Ou n g e f . ,

ZX81
8.95
5.96
7
8
0
S 00

Road Frog
Getman
Elementary Maths
Painter

ORIC
- 9 5

95
t  90

I
v
i
.
,
[
,
,  
,
-
S
e
n

P edes tr ian
Money Minefield
Hrefighter

COMM-64
9.95
9.95
995

95

SPECIALISTS IN MICROCOMPUTERS AND SOFTWARE
119 JOHN BRIGHT STREET, BIRMINGHAM BI 1BE
teli1-0
, ,
, r,  t
1
1 2  
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3010 I N P U T  "AN OTH ER  GO ? " ; o $ :  I F
CODE o $ < > C  R UODE " n "  TH E N  N

9010 D A TA  " a  r o a d .  T w o  m e t a l  t h ingngs a r e  p o i n t i  a t  t h e  r o a d  w e s
t .  T h e  r o a d  l e a d s  w e s t  &  e a s t " , 0
9020 D ATA

9030 D A TA  " a  s m a / 1

9040 D A TA
,
0
,
5
,
1
5

9050 D A TA  " a  r o a d  l e a d i n
Th e r e Thre ares i

d
e
"
,
2
,
6
,
3
,
4

9060 D A TA  " a  r o a d  l e a d i n q  n o r t h .
.0Th e re  i s  a  p w r a m i d  s o u t h " , 5 , 7 , 0

9070 D A TA  " t h e  e n t r a n c e  h a l l  o fth e  p y r m
a i d  o f  Y a m o s e h t  ( T r a n s l a

t i o n -  - 2
o r a n c i
e  
u g
l y  
s u
g a
r  
b
a
s i
n
0

m a k e r - ) .  T h e r e  i s  a  r o a d  n o r t h ", 6
,
1
2 ,
8 ,
9

9080 D ATA " t h e  e m b a l m i n q, 0 , 1 0 , 7

9090 D A TA  " t h e  r e c r e a t i o n  r o o m .
An e x i t  t o  t h e  4
g a r d e n 0  
i s  
e a s t "

, 0 , 1 3 , 7 , 1 6

9100 D A TA  " t h e  r o o m  o f  l A N K H O " , n, 0 , 0 , 8

9110 D ATA " a  s m a l l  t r i a n g u l a r  r oo m
. "
,
0 ,
0 J
0 ,
1 2

9120 D A TA  " a  l o n q  o b l o n g  r o o m " , 7. 1 4 , 1 1 , 0

9130 D ATA " t h e  f u n e r a l  p a r l o u r " .9 , 0 , 0 , 0

9140 D A
T
A  
" t h
e  
2 t 3
r 4 e
1 a 4
s 2 u
2 r 4
e 0

room. I t  h a s  b e e n  l o o t e d .  T h e r e
i s  a  sma,,-,hed d o o r  n o r t h " , 1 2 , 0 , 0

b e n d  i n  a  r o a d " , 0 , 5

S N
a
l l

d a r k

d a r k

s h a c k s

s h a c k " „ 0

s h a c k " , 0

n o r t h

e i t h  n

e r

r O o m "
.
.

•

•

•

••••:.ri'l a 1 1 r i r r u l a r9 1 5 0  D A TA  " a
"
J
0
,
0
,
4
,
0

9 1 6 0  D A TA  " a
0 , 9 , 0
9 3 1 0  D A TA  3 , 4 , 2 , 1
65 , 1 4 , 5 , 0 ,
7 , 09 5 1 0  D A TA  " w a t c h " , " w r i s t " , 1
9 5 2 0  D A TA  " d r a c i o n " , " m a g e n t a ,  fi r
e b r e a t h i n g "
, 09 5 3 0  D A TA  " g e n e r a t o r " , " m o b i l e  e 1
e c rt i c i t y " ,

1
9 5 4 0  D A T A  " t r e e " , " G a n a d i  " an R e d w oo d , 0
9550  OATH  " s l a b " , " g r a n i t e " , 1
9560  D A TA  " d o o r " , " t h i c k  w o o d e n " ,

9 5 7 0  D A TA  " s a w " , " e l e c t r i c " , 1
9 5 8 0  D A TA  " m i r r o r " , " p u r p l e " , 1
9 5 9 0  D A TA  " r e fl e c t o r " , " g r e e n " , 1

9 6 0 0  D A TA  " c o i n " , " 1 0  p e n c e " . 1 n ug 6 1 0  D A TA  " k i f e " , " b t t e r " , 1
9
6
2
0  
D
A
1
A  
"
d
a
9
g
e
r
"
J
"
r
a
z
o
r  
s
h
a
r
p
-

.1
9 6 3 0  D A TA  " h e l m e t " , " s a f e t y " , 1
9 6 4 0  D A TA  " a x e " , " s h a r p " , 1
9 7 1 0  D A TA  " g o " , " m o v e " , " r u n "  " w a l
k
“
,
H
.
“

'
4
7
2
0 
D
A
T
A 
"
n
o
r
t
h
"
,
"
n
"
,
"
.
"

9 7 3 0  D A TA  " s o u t h " J " s " • " . "
9 7 4 0  D A TA  " w e s t " , " w " , " . "
97710 D A TA  " e a s t " , " e " , " . "
*74760 D A TA  " g e t " , " t a k e " , " s t e a l " , "

4 g a r  nd e 0 . " , U ,

, 1 3 , 1 2 , 1 1 ,
1 0 , 1

. "
'4770 D A TA  " d r o p " , " t h r o w " , " l e a v e "

n
A •

I I

9 7 8 0  D A T A  " s a w " , " c u t " , " f e l l " , " . "
9 7 9 0  D A TA  " c h o p " , " s m a s h " , " a x e " . "

9,c100 D A TA  " w e a r " , " . "
9 8 1 0  D A TA  " c o n n e c t "

f
1
1

9 2 0  D A T A  " i n s e r t  " , " p u s h " , " . "
9830  D A TA  " s h a r p e n " , " fi l e " , " . "
9 8 4 0  D A TA  " k i l l " , " s t a b " , " k n i f e " .

9 8 5 0  D A TA  " i n v e n t " . " i n v e n t o r y " , "

o
t
I
C

re-x•-. 1
1
1
1
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-
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DCIN
s
r
TAKE

WORD FOR IT!
SUBILOCK MICRO WARE

SUPERB SOFTWARE FOR ME VIC 20

• AV

r A
,
D
T
M
A
P

E7_95 ;:,;''•'r""E"/ .95
,;t
1
1
,
1

-

SP.01 SKRAMBLE
Destroy I hi. c.rieinv
inntaliat IOW, and
missile!
, i n  
t I i
F
,

qr (1. ind s ilo J . . ,  •  •

5P 16 MULT1TRON
ro il,  T i n
,  
b i g g
e s t  
a l i
e n

en.ounter ut a ll WTI*
. at tr•q w a v e  at

i i t  r i v a m o n  action
E 7
.
9 5

ode 9 5

•,  FR SP .9 G U R F I G h  1 ,  S P  IOSPAct  .  ,  Ug S P  13 STANSHIP
.' d Air w i t h  a cleadN i ,  Pilo t  vow i . a f t  ESC APF A .
,
r
,  .

in a western '  •  • i t  t h rough  tr.t
,  dplay the (ran i r  b e l t  and ',a. , — a n

,
.
.
1 
p
;
a
v
•
•
• 
,  
,  
•
-  
r
i
f
q
i  
c
r
e
w 
.
.
b
.  
,  
.
r

, •e y(• •  i t e w b o a d  .  •  .iroE7_ 95 ,• ,,,,,, E 6 , 9 5  mTcode E 6 .  95 , I ,  E 9  . 95-,

•

e PUZZLE PACK
• '  o f  six

• , , ,  anci

SP. se DATA PACK
A three program data
file handling u t ilit y
7qick4tge and€6.95 ,,,nbinedeclucAtonal• 8 8 . 9 5

SP 02 RIM PIN JACK
C i f
-
i v .  
a  
b
o
n  
r  
o
a
k
)  
a
r
i
d

treacherous river toget
Jatichome Arnesink
kei, board M u lt i cutout

f.1•.• re • E7,95

SP 06 ASTRO
MISTERS
A 'par
twin •
Requ
,,
•
M 'cod. E6•95

•-••••• M 1. I

,
I
•

111
, 
e
t i
o
N
s  
,
.
•

4
6
'  . 
-

SP 03 TRIAD Deter.,1
von
, 
1 ,
4 •
. t .  
a
l j
a
i r
l .
. I

vocitt le fleet% of

Of keyboard
M  •  , i l l i t • 87.95

V i tZ e . °J
J
1 i )

th

SP.07 CHOPPER Attack
111.•qr gnw th e  enemy
13-at watt. h out for

, •  I c  or  1,4tm4r11

E6 .95

_„_! AND THE
COMMODORE 64

E8,95
LAVOZ o  IN i l l (  •  . . .A n te d  tt..,1
Hi r e  , •  J • a p h o 1 i .5 p
,
.1 ,g t ip
. 
)
u
n
d  
2  
P
i
a
v
e
,  
e  
8
.
9
5

, •  I  Crocodilesett
1INO3 TR iAD Hr res graphics. Sprite

Sla lth ”ound . P r . l  p lot g ra p h ic.2 Mayer a
nd game level opt ion t
L W O 4
C P . !
fl T R A
P H ,  
r e
s  
g r
a p
h i
c s  
8
.
9
5

' Svn t h yso u n t le t .

SEND FOR YOUR SUMLOCK
MICROWARE NOW! OR FOR A FREE

1 1 BROCHURE AND YOUR NEAREST

R O W  8 3 4  4 2 3 3  D E A L E R  INFORMATION% 51111710Cit
M I C R O  WA R E

198 Deansgate, Manchester. M3 3PIE. Dept. Htlifit25

•  Recognises LUST and LPRINT which allows
programs to be listed directly f rom your Spectrum

•  Also allows printout direct f rom BASIC listings
without  the need for special user calls

•  Completely  self contained with I met re of ribbon cable and
connectors

•  Work s  with any Centronics Interface including all Epsons,
Seikosha I 00A. OKI Microline 80 etc

•  Includes driving software which allows up to O P %
•

I 28 characters per line t S
1  e

Oe•  Full range of business software available
•  Fully tested and guaranteed for 12 months

STOP PRESS
TA S W O R D  TW O  -  The Wor d processor, is now

available for  the Kempston Centronics Interface and
gives an amaz ing 64 characters per line on your

screen. This is ideal for  standard A4 paper  and prints
your text just as it appears On your screen.

Only t I 3.90 inclusive

HEMIZTOT
1

MICRO ELECTRONICS
Unit 30  Singer Way Woburn  Road industrial Estate. Kernpston Bedford

I wisti to order:
Tasword Two
Centronics interface

Cheoues.Posul orders should
be made payable to
Kempston Micro Electronics Ltd

III £13.90
or 4 5 . 0 0

Post & Package
Total (VAT Inc)

FREE 1
For Access Barclaycard please give your card number and signaturc

Card No I i  I  i  i  i i i i i i i i  1   I

Signature

Addres5

1

Please post to Kernpston (Micro) Electronics, Dept CVGIO
1
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IlYPERBLAST 16M by John orieney
Simply the best arcade-action game ever

written in 16K! Defend your Atari against 10 waves
of the most awesome creatures ever to inhabit your
TV screen!

OP
.d.

JET BOOT JACK lox by J On wrolams
You are our intrepid hero, jetting along Infested

caverns, climbing moving elevators and more...much
more! Ten screens to conquer, you'll need the will to
survive

VENUS VO YAG ER  2  1,6M by Christopher Da me
Multiple screen lander simulation-choose your

sites, avoid all the hazards and rescue your stranded
comrades-

A A A °  11. .on

1 K
I .  
t l  
A
M
M
A
A  
A  
.
.
.
.
.

A M M  W U M O . .  M A  M A M •

RENON R AI D  5 z m by JONI Elnerley
Super speed superb graphics! John's first Atan

classic
, 
U s
e  
y o
u r  
s
c
o
u
t  
s
h
i
p  
t
o  
a
t
t
a
c
k
,  
d
o
c
k  
w
i
t
h  
t
h
e

drone and re-energisel It's you vs The 'tenons.

I X  ? ? ?
ANSWER I S  7

1 : 1 3 1
1
1 1 0 1
E C M =
IIEZE

111 I fl . I  1

•

CORRECT
T I M E : 1 0

11:12ERZZ
MMV43EM
Z E N : R I Z

S O D  N I  a  IMO 1 1 1 1 4
,
1 0 i  l e  
a  i n

W S W  1 1 f 2 la m illm a
MARATHON & MATHS FOR FUN 16mt by Geoff Brown

Brilliantly conceived educational games for
children/adults of all ages- see how quickly YOU
can solve the problems and win the race!

GT I Attack 164' Only f6-95I
'Word Olympics 52tS- 5teepi
, ,  -
k  [ 6 1 5

C AVER U N N ER  3 2 x by Martin Cawley
It's a leap and a bound through dangerous

waterfalls, across exploding volcanoes, braving
sticks and stones after the prizes of a lifetime!

AVATIMAYAYAYAVAVAI
I
RFAI I I M P O W N O M M O I M M W M O M I /

KR AZ Y KOPT ER  I lott by Tim Huntington
Fleeing secret agents, enemy ships and

blasting cannon make Krazy Kopter the wildest
game you'll ever play!

ATARI 400 & 800
OWNEN5
TAKE

THE ULTIMATE
SCREEN TEST

Games to excite you. Games to stretch
your shills to the limit, and beyond.

English Software programs will always
put you to the ultimate test.

But first put us to the test. See the quality
of all our screens for yourself at your

English Software dealer, including leading
Spectrum shops - or order any program

direct from us.
You'll find that we'll pass your screen test

notjust once, but every time!

cERftiH
TMviwtAc*

LI tftN,LiN_
THE POWER OF EKCITEMETIT

The English Software Company,
Boa 43, Manchester M601.BW.

TELEPHONE 061-236 7259
ALL CASSETTE & DISK GAMES

£14.95
CARTRIDGF5 E29 95

TRADE DISTRIBUTIOtt C Ail STO, ((M IME SOFT SOFTSEi •
ular1TJ1me,50iPTSHOP.
PC S TiDEm
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AI R STR I R E 2  lEifl by Steve &along
The new version with incredible graphics and

joystick bomb control! English Software's best
scrolling game ever!
AIRSTRIKE 1 STILL AVAILN3LE

FIREFL E ET set by Manuel 0 Caballero
Pilot your space cruiser through the corridors of

the unknown-avoiding cannon, forcefields and nasty
little tanks! BEAUTIFUL vertical scrolling graphics)

CAPTAIN 5TICKY5 TREASURE lei  by Steve Riding
Steve's latest game sends you to the bottom of

the ocean in search of lost gold, with only your
harpoon to help you!

',„c!!!E g r 3 S  H
I
G H  8  0
2 2
0
'

or

D I AM 0 1 1 0 5  la x  by Simon Hunt
Join the hunt for the Great White Diamond

through 16 levels to win a real diamond- full details
of the Diamonds Competition with every copy!

1 1
1 1
1
1
P

A.CE,
THE ATARI CASSETTE EMPINICEM

by Jon Williams
Cassette features include: flames cassette-
saved programs. Searches and loads named
program. Displays contents of cassette on

screen. Verify facility. Lists variables
Automatic line numbering Renumbers any
basic program quickly. Creates binary files
on tape. Plus many, many more features.

Uses only alt, of memory maximum! I  7.95

PROCIRAMMERS:
CAN YOU PASS OUR SCREEM MT?

We re  a lways on the licoltout lot new programmers if
you Carl 6vorK to the English 5ottware standard of quality.

well reward you by rnanieung your programs across
Europe and the 1.15Al Contact us today
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If you think you've
mastered video gameswe have some bad

news for you.
II you are a dab hand at video games on

the box we'd like to invite you to try
the most exciting home computer games
system you have ever seen: called
VECTREX.

Vectrex is no ordinary video games unit
linked to the TV. It's a self contained
computer game system with its own built-
in screen. (Say goodbye to the TV!)

For the first time you can actually have
all the challenge, speed and
excitement of an arcade
video game system in your
own home.

VECTREX
the real thing!

You've pirbably heard a
lot of people claim to offer
'real arcade' excitement
before. The reason we've
succeeded is that we
actually use the same
technology as in many arcade machines.

Vectrex uses vector graphics which give clarity, speed
and control never before available in home
game systems.

Vectrex also uses the same type of sound micro chips
found in arcade machines, offering more exciting,
recognisable game sounds.

Vectrex has its own built-in monitot so you can play
it anywhere. Leave the rest of the family to watch
Coronation Street while you blast off into space on
your own!

The greatest games on Earth and beyond!
The Vectrex game library is large, wide and varied.

You can choose from terrestrial adventures, space

T r o :  Milton Bradley Lid.,CP House, q7-107 Uxbridge Road.
Ealing, London WS STZ.

['lease send me more details on the exciting Vect rex System, my ree * c oo t
p o i  a n d  t h e  V r t ' l l
-
C X  
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encounters and sporting endeavours.
Vectrex even has software that talks!

All the Wore x software including
favourites likeK MA A L E  4
- 1 1 1 . ' L l t r - g *
*  a n d
,PNIIJIMIleli• can be played by one
Or Iwo players. Some games even have
simultaneous head to head game
play using two hand controllers.***

Don't just read about it,
go and try it!

If you're interested in find-
ing out more about
Vectrex why not fill in the
coupon below and send it to
us. In return we'll send you
full details of this unbeatable
new system and its range
of game software.

We'll even include a free
Vectrex pen and an entry
form for a competition that
could win you your very
own Vectrex game system.

Mind you, winning one is one thing. MASTERING
it is another.

•Tradeinadt A u ld  tumbrel by kumeitu tabilwArt C
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--1 ;everywhere!11
When it's a Number 1 hit in Houston—We're already selling it in Euston!

CentreSoft cream the best of U.S. and British software and rush it through our t
iNationwide network within days of launch date_ if its new, if it's exciting, if it's Ithe best, CentreSoft put the action on your High Street!

You can buy with total confiderIcefrom any of the CentreSoft retailers below because. I _
Ae guarantee replacement—free of charge
—
on a n y  f a u l t y  
m e d i a .

It you haven't bought your own Home Computer System yet, all of the retailers I
tiown Carry a big choice of Hardware. Why not call in, for a quote, arida 'hands on' test run?

i
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Unit!, Ileatirlield. Stacey Bashes.
Milton Keynes MK12 6HP
((390R) 31 782
30 Computers
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3D Computers
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Herts W03 3AJ. (09231 779250
Silica Shop Ltd.
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Computasolve •
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3D Computers
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Video City
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Fox0 Computer Centre
38 40 Upper Parliament Street,
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Canieb

1074•;) 6527537 Bank Stteel. Rugby O121 24)E_

Dealers! —or intimation On how tip become a CenteSoft ockist:
Write to CentreSoft House. Unit 16, Tipton Trading Estate, Blpomfield Road. Tipton,WestMidlincts DY 9AH telepticrie 021
- 2 0  7 5 9 1 .
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118 Ma Street, Macclesfield, Cheshire
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Gemini Electronics
50 Newton Street. Piccadilly.
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.Channel 8 Software
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Imagine games available fromW.H. Smith
Boots
John Menzies
Dbcons
LaskysLeisurebase
and all other good Software Outlets.

Dealership Eorpriries contact:
COtIrl Stoke s 0 5 1 -2 3 6  8 1 0 0  (2 0  Nivea)

limiest —As you climb into your gleaming Ground
Skimmer and slide behind the highly sophisticated
Flight computei. the teeing of egicitement turns to
Omoci_ Mother mission is about to begin. Concentrate
on checking your high recoil machine guns and a l- to
air. air-to-sea missiles you're going to need them to
defend yourself agaurst the endless variety of awesome
weapons the enemy will unleash on you including the
terrifying Esetron m n ie  Zzoorn has an ever changing
scenario pro-venting even the most hardened arcade
player with the ultimate chattenge.11 incorporates the
now ilamous Imagine style hi-res graphics in a new and
innovative way to create the MCIA realistic 3D view es-el
seen in a computer arcade game 100% machine code
Zzoom requires a 484 Sincla ir Spectrum Imagine Software Limitr

,
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H o u s e ,
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Can you face 1984
without our Yearbook?
The UNG delivery is a real event in this outpost of the galaxy. It only arrives every
other millennia when the comet goes past. But this little alien isn't going to miss out,
he's just put in an order for The Computer & Video Games Yearbook 1984.

There's enough in it to keep him going for a couple of millennia. He'll be playing
the four specially commissioned games, converted across a range of micros.
•  He's going to struggle through The Vespozian Affair, an adventure set on a
research space craft, flying between the planets.
•  He and his alien friend may come to blows w h e n  playing
The Beacon Star War. •  Those long fingers m a y  be a hand-
icap when he plays Pirates & Polyps an arcade s t y l e  game set
on a planet surface as a research station tries to two t r a c k  down the
valuable polyps before the pirates carry them r  away. •  Who can
he trust when he plays Interstellar Intrigue, a game o f  strategy and di-
plomacy for up to five players. •  He'll be laughing a t  a whole load
of new Bugs cartoons, Puzzling with Trevor T r u r a n ,  impro-
ving his games writing skills and learn- i n  g a b o u t
arcade and video games in a whole
range of sparkling features N o
wonder there's a glint in his eye! The
Computer & Video Games Year-
book 1984 goes on sale in October
and costs £2.25.
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UT S , T : D R A W T O  9 - 4 - 9 , T: P LO T S , T4 - 1 : DRAWTO  S-4-9. T4-1
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9 0  T R A P  9 5 : S O U N D  1 , 0 , 0 , 0 : P L O T  S , I 4 - 1 : DRAWTO  1 5 9 , 1 4 1 : 6 0 T 0  2 9 8
9 5  G O TO  3 0 0
1 0 0  X 1 = 8 3 : X 2 = 2 1 0 : X 3 = 5 : Y 1 = 6 7 : Y 2 = I N T ( R N D (
0
) *
3 0 ) - 1 - 4 0
t Y
3 = 3 2
: R
= 0
:
L = 0 : S C

= 1 0 0 : P T = 0 : X 5 = 5 : Y 5 = 6 1 : C V = 0 : Z Z = 0 : P S =
0
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1 1 0  A = P E E K ( 1 0 6 ) - 2 4 : P O K E  5 4 2 7 9 , A : P 8 = 2 5 6 * A
120  FO R  3 = P B4 - 5 1 2  T O  P B4 - 1 0 2 3 : P O KE  J , 0 : N E X T  J
130  P O KE  5 5 9 , 4 6 : P O K E  5 3 2 7 7 , 3
1 4 0  P O KE  7 0 4 , 4 5 : P O K E  7 0 5 , 5 2 : P O K E  7 0 6 , 5 2 : P O K E  7 0 7 , 2 0 6 : P O K E  5 3 2 5 7 , 1
:POKE 5 3 2 5 8 , 1
1 4 5  P O KE  5 3 2 4 8 , X 1 : P O K E  5 3 2 4 9 , X 2 : P O K E  5 3 2 5 0 , X 3 : P O K E  5 3 2 5 1 , X 5
1 4 8  RE S TO RE  1 5 5
1 5 0  FO R  J = P 8 + 5 1 2 4 - Y 1  T O  1 - 1 1 4 - 5 1 7 4
,
Y 1 : R E A D  A : P O K E  
J , A : N E X T  
J

1 5 5  D A T A  6 3 , 9 6 , 2 2 4 , 2 2 4 , 9 6 , 6 3
1 6 0  RE S TO RE  1 8 0
1 7 0  FO R  J = P B + 8 9 6
4 -
Y 5  T O

10 RE M LO G J AM
12 RE M BY  S TE P HE N  L I N G E R
14 RE M S P R I N G F I E L D  CHE LMS FO RD
16 RE M E S S E X  E NG LAND
18 RE M CO P Y RI G HT 1 / 1 9 8 3
2 0  GOTO 8 0 0 0
SO G RAP HI CS  1 7 : S E TCO LO R 4 , 9
9
6 : P O S I T I O N  
4 , 6 : ?  
* W o l e a s
e  
w a i t " :
P O S

1 TI O N 8 , 8 : 7  * W f o r "
3 5  P O S I T I O N  4 , 1 0 : ?  # 6 ; " t e n  s e c o n d s "
4 0  F O R  W=1  T O  1 5 0 0 : N E X T  W : P O S I T I O N  2 , 1 5 : ?  * 6 ; " d r a w i n g  p l a y fl e l d "
4 5  FO R  W=1  T O  1 0 0 0 : N E X T  W
5 0  GOTO 5 0 0 0
6 5  P O KE  5 3 2 5 0 , 5

I'm a  lumberjack and I 'm OK! Yes, head for the wide open forests and chop them down!
Make a bigger splash as you send them rolling down the river toward the big paper mills.

You work for a logging company, picking up logs with your towing boat and helping them
through the  narrows, preventing a massive pile-up of the floating trees.

Your aim is to transport as many logs as possible through the narrows without crashing
your tow-boat into the banks. A read-out at the top of the screen tells you how much you
are earning from the  company. You earn the  maximum amount of dollars if you keep the
build up of logs to the minimum, and you don't crash your boat.

The scoring system is as follows: You start with 5100 and five two-boats. You'll lose $1 for
each log stuck in the  bank, 520 for each tow  boa t destroyed. For each shift successfully
worked you'll earn a S25 bonus. Earnings in excess of $500 is considered a good day's wages

When you successfully earn 5200 you can hire a dynamite raft which appears in the river.
This can be used to clear any large build-up of logs. But it will cost you $20 and only one raft
is available. So use it wisely.

The game is divided into four shifts lasting about 10 minutes — but also depends on how
many logs are shifted. A change of shift is indicated by the  river bank changing colour, a
beep from the computer and the score-board and tow-boat flashing. Shift one, is green, shift
two yellow, shift three dark red and shift four dark grey.

After typing in the game type in RUN and press return. Then select the skill level you wish
to tackle, between one and three. When the tow-boat appears on the  screen wait for the
signal to start before moving off. This is a high bleep from the computer!

180  D A T A  3 1 , 3 1 , 3 1 , 3 1
1 9 5  RE S TO RE  2 1 0
2 0 0  F O R  J = P 8 + 6 4 0 4 - Y 2
2 1 0  D A T A  3 1 , 3 1
2 1 5  RE S TO RE  2 3 0
2 2 0  F O R  J = P 8 4 - 7 6 8 4
-
Y 3  T O
2 3 0  D A T A  3 1 , 3 1
2 3 5  I F  0 = 1  T H E N  2 6 0
2 4 0  G O S UB 3 0 0 0
2 5 0  GOSUB 3 1 0 0

P B+8 9 9 1 - Y 5 : RE AD B : P O K E  J , B : N E X T  J

TO P13-46414-Y2:READ B : P O K E

PB4-7694. Y32READ B : P O K E

J , B : N E X T  J

J , B : N E X T  J

• • •
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4, RUNS ON AN ATAM 400/800 IN 32K WITH JOYSTICK

A

o 4 0 1 8 ,
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2 6 0  F O R  W = I  T O  7 0 0 : N E X T  W: S O UND 2 , 2 0 , 1 0 0 4 : P O K E  7 0 4 , 0 : S E T C O L O R  2 ,
1 5 , 1 4 : F O R  W 1  T O  6 5 : N E X T  W: S O O ND 2 , 0 , 0 , 0
2 6 2  P O KE  8 7 , 1 : P O S I T I O N  * 6 ; " 1 "
2 6 5  S E TCO LO R 2 , 8 , 1 2 : P O K E  7 0 4 , 4 5 : 6 0 1 0  4 0 0
2 7 0  P O LE  5 3 2 7 8 , 1 7 1 X 1 = 8 3 : Y 1 = 6 7 : P O K E  7 0 4 , 4 5
2 7 5  F O R  J = P 8 4
-
5 1 2  T O  
P B
+ 6 3 9 : P
O K E  
J ,
0 : N
E X T  
J

2 7 7  RE S TO RE  2 8 5
2 8 0  F O R  J = P 1 3 4 . 5 1 2
-
0 ( 1  T O  
P 8 + 5 1 7 - 0
1 1 : R E A D  
A : P
O K E  
J , A
: N E
X T  
J

2 8 5  D A T A  6 3 , 9 6 , 2 2 4 , 2 2 4 , 9 6 , 6 3
2 9 0  P O KE  5 3 2 4 8 , X 1
2 9 5  G O TO  3 4 0
2 9 8  LG =LG - 4 - 1 : I F L G > 5  THE N G O M M  2 5 0 0
3 0 0  X 2 = 2 1 0 : Y 2 = I N T ( R N D ( 0 ) * 9 0 ) + 2 5 : P O K E  5 3 2 7 8 , 1 7 : P O K E  5 3 2 4 9 , X 2
3 1 0  F O R  J = P B4 - 6 4 0  T O  P B + 7 6 7 : P O K E  J , 0 : N E X T  J
3 2 0  RE S TO RE  3 3 5
3 2 5  F O R  J = P D + 6 4 0
- 0
/ 2  T O  
P 8 + 6 4 1 - 0
1 2 : R E A D  
B : P
O K E  
J , B
: N E
X T  
J

3 3 0  G O TO  4 0 0
3 3 5  D A I A  3 1 , 3 1

4
0
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3 4 0  Y 3 =Y 1 4 - 2 : S O UND 0 , 0 , 0
7
0
3 4 5  F O R  J=PB-4 -768  T O  P 8 + 8 9 5 : P O K E  J , 0 : N E X T  J
3 4 8  I F  L = 2  T H E N  3 7 0
3 5 0  RE S TO RE  3 6 5
3 5 5  F O R  J=1 :43+768 -0 / 3  T O  PE14. 769. 013:READ 19:POKE J , B : N E X T  J
3 6 0  P O KE  5 3 2 5 0 , X 1 : G O T O  3 0 0
3 6 5  D A T A  3 1 , 3 1
3 7 0  L = 0 : G O T O  4 0 0
3 9 0  Y 5 = Y 1 4
-
1
4 0 0  S = S T I C K ( 0 ) : P O K E  7 7 , 0 : S O U N D  3 , 1 0 , 0 , 2
4 0 5  P O KE  5 3 2 7 8 , I 7 : X 2 = X 2 - S L : P O K E  5 3 2 4 9 , X 2
4 1 0  I F  S T R I G ( 0 ) = 0  T H E N  6 8 0
4 1 5  I F  L = 1  T H E N  X 4 = X 4 - 3 : P O K E  5 3 2 5 0 , X 4 : R = 0 : I F  X 4 C 1 0  T H E N  L = 0 : X 4 = X 3
:POKE 5 3 2 5 0 , X 3 : R = 0 : G O S U B  7 0 0
4 2 5
4 2 7
4 3 0
4 3 5
4 3 7
4 4 0

4 4 2
4 4 3
4 4 5
4 5 0
5 2 0
5 3 0

H = P E E K ( 5 3 2 6 0 ) : I F  H = 2  T H E N  R = I : G O T O  3 4 0
F = P E E K ( 5 3 2 6 3 ) : I F  F = 1  T H E N  G O TO  9 7 0
G = P E E K ( 5 3 2 5 3 ) : I F  6 = 1  O R  6 = 2  T H E N  GOTO 8 0
I = P E E K ( 5 3 2 5 4 ) : I F  I = 1  O R  1 = 2  T H E N  GOSUB 6 5 : L = 0
J = P E E K ( 5 3 2 5 2 ) : I F  J = I  O R  J = 2  O R 3 = 4  T H E N  7 0 0 0
T M = T M + 0 . 0 1 : I F  T M = 2 3  O R T M = 3 4  O R  T M = 4 2  O R  T M = 5 0  T H E N  G O S UB 2 0 0

I F  C V = 1  T H E N  4 4 5
I F SC. ) -DR T H E N  P O KE  5 3 2 5 1 , 9 5
I F X l > 2 1 0  T H E N  G O TO  7 0 0 0
I F  5 = 1 5  T H E N  S O UND 0 , 0 , 0
7
0 : 6 0 7 0  4 0 0
I F  R = 1  T H E N  5 5 0
I F  6 = 5  O R S = 6  O R  6 = 7  T H E N  X 1 = X 1 4 - 2 . 5 : P O KE  5 3 2 4 8 , X 1 : S O U N D  0 , 2 0 0

, I 2 , 5 : 6 0 1 0  4 0 0
5 4 0  I F  S = 9  O R 6 = I 0  O R 6 = 1 1
0 0 , 1 2 , 5 : 6 0 1 0  4 0 0
5 5 0  I F  S = 5  O R 8 = 6  O R  8 = 7  T H E N
X I : S O UND 0 , 2 0 0 , 1 2 , 5 G O T O  4 0 0
5 5 5  I F  5 = 9  O R S = I 0  O R S = 1 1  T H E N
0 , X 1 : S O U N D  0 , 2 0 0 , 1 2 , 5 : G O T O  4 0 0
5 5 7  I F  L = 0  T H E N  5 6 0
5 5 8  I F  L = 1  T H E N  6 2 0
5 6 0  I F  6 = I 3  T H E N  5 7 0
5 6 5  I F  9 = 1 4  T H E N  5 8 0
5 7 0  F O R  3 = 1  T O  2 : RE S - US R( D, P 8 4 - 5 1 1 4 0 1 1 )
) : Y 3 = Y 3 4 1 : N E X T  J
5 7 5  S O UND 0 , 2 0 0 , 1 2 , 5 : 0 0 T O  4 0 0
5 8 0  F O R  J = 1  T O  2 : RE S = US R( U, P 1 3 + 5 1 1 - 0 1 1 )
) : Y 3 = Y 2 . - 1 : N E X T  J

THEN X 1 = X 1 - 3 . 5 : P O K E  5 3 2 4 8 , X I : S O U N D  0 , 2

X I = X 1 4 - 2 . 5 : P O KE 5 3 2 4 8 , X 1 : P O K E  5 3 2 5 0 ,

X I = X I - 3 . 5 : P O K E  5 3 2 4 8 , X 1 : P O K E  5 3 2 5

: Y 1 =Y 1 4 . 1 : RE S =US R( D, P 8 4 - 7 6 7 - 0 1 3

0 / 1 = Y 1 - 1 : R E S = U S R ( U , P 8 + 7 6 7 4 - Y 3

6 0 0  S O UND 0 , 2 0 0 , I 2 , 5 : G O T O  4 0 0
6 2 0  I F  S = 1 3  T H E N  6 4 0
6 3 0  I F  6 = 1 4  T H E N  6 7 0
6 4 0  F O R  J = 1  T O  2 : R E S = U S R ( D , P 1 3 1 - 5 1 1 - 0 1
,
1 ) : Y 1 = Y 1 4 - 1 1 E X T J
6 5 0  S O UND 0 , 2 0 0 , 1 2 , 5 : G O T O  4 0 0
6 7 0  F O R  J = 1  T O  2 : RE S = LI S R( 1 1 , P 8 + 5 1  14-Y1 ) Y I = Y 1 - 1  :NEXT
6 7 5  S O UND 0 , 2 0 0 , 1 2 , 5 : 0 0 T O  4 0 0
6130 I F  R = 1  T H E N  6 9 0
6 8 5  I F  R = 0  T H E N  6 7 5
6 9 0  L = I : X 4 = X 1 : G O T O  4 1 5
6 9 5  0 0 T O  4 2 5
7 0 0  SC=SC-4-15:POKE 8 7 , 1
7 0 5  I F  S C < 1 0 0  T H E N  P O S I T I O N  I 6 , 0 : ?  $ 6 : " 0 " : P O S I T I O N  I 7 , 0 : ?  0 6 I S C 1
7 0 6  I F  S C > = 1 0 0  T H E N  P O S I T I O N  1 6 , 0 : "  # 6 : S C :
7 1 0  S O UND 2 , 2 5 , 1 0 , 6 : F O R  W = I  T O  1 5 : N E X T  W: S O UND 2 , 0 , 0 , 0 : R E T U R N
7 2 0  S C = S C - 1 : P O K E  8 7 , 1
7 2 5  I F  S C S I 0 0  T H E N  P O S I T I O N  1 6 , 0 C '  # 6 ; " 0 " : P O S I T I O N  $ 1 6 : 5 C :
7 3 0  I F  S C > = 1 0 0  T H E N  P O S I T I O N  1 6 , 0 :  1 1 6 : S C ;
7 5 0  RE TURN
7 8 0  T R A P  7 9 0 : S O U N D  1 , 2 3 1 , 1 0 , 1 0 : C O L O R  2 : P O K E  8 7 , 7
.
: S = X 2 - 4 1 s T = Y 2 - 2 3 :
PLOT S . T : D R A W T O  S 4 - 9 , T : P L O T  S , T4 - 1 : DRAWTO  S 4 - 9 , T+ 1
7 8 5  P UKE  5 3 2 7 8 , I 7 : S O U N D  1 , 0 , 0 , 0 : G O S U D  7 2 0 : G O T O  9 0 0
7 9 0  T R A P  7 9 5 : S O U N D  1 , 0 , 0 , 0 : P L O T  S , T4 - 1 : DRAWTO  1 5 9 , T + 1 : G O T O  9 0 0
7 9 5  G O TO  9 0 0
9 0 0  X 2 = 2 1 0 0 1 2 = I N T ( R N D ( 0 ) * 8 5 ) - 4 - 3 0 : P O K E  5 3 2 8 , 1 7 : P O K E  5 3 2 4 9 , X 2
9 1 0  F O R  J = P 8 + 6 4 0  T O  PB-1-767:POKE J , 0 : N E X T  J
9 2 0  RE S TO RE  9 3 5
9 2 5  F O R  J = P B -
4
- 6 4 0 - 0 1 2  
T O  
P 8 4
-
6 4 1
-
0 1 2 : R E A
D  
8 :
P O
K E  
J ,
B :
N E
X T  
J

9 3 0  G O TO  1 0 1 0
9 7 0  Y 5 = Y 1 4 1 : S C = S C
-
2 0 : S O U N D  
0 , 0 , 0 , 0

9 7 5  F O R  J=P131-896  T O  P E 1 +1 0 2 3 : P O KE  J , 0 : N E X T  J
9 8 0  RE S TO RE  9 9 5
9 8 5  F O R  J = P D
-
4 - 8 9 6
4 -
Y 5  
T O  
P B
+ 8 9 9 -
0 / 5 : R
E A D  
E l
: P
O K
E  
3
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ARMAGEDDON

( 1

The titles are crumbling
under the continual

attack waves. As detimce

1

/  controller you will be
, . . . t  J  -  ' • "

111
17
41
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MISSION IMPOSSIBLE*
Space mines, force fields,

meteor Worms and lethal
enemy ships conspire to stop

you reaching the astronauts
stranded below, but y o u

have to return them to the
mother ship in one piece&

EXTERMINATOR*
Robot intelligence has surpassed

humans', using homing missiles, move
and fire in eight directions, avoiding

indestructible robou with homing
missiles, to save the last of the human race.

•Joystick option available.

VERIFY E N T E R

%%

1 1 1 1 1 1 1 1 . 1 1 1 . 1
••

•

e S  •

STARSHIP ENTERPRISE°
Starship simulation, save the
galaxy, Intriguing adventure with

arcade action. 30 Hyper-warp, real
time Alum attacks. over 30K of

machine code and BASIC (4118K

C i io •  dillo •  a
-
I f
-
C o l o

zxeri
• Ground AttKk E3:95
:  invaders E3:95
• Asteroids E3:95

Allen Dropout E395
• Muncher  E3:95

SPECTRUM

Exterminator E5:95 ICyber Rau E5:95
I enclose cheque/postal order for;

ATTACK

•  •  •  •  •  •  •  •  •  •  •

INVERSE R U S T .  M O V I

•  i t -  a m  d
e n  
1 1 1 1 1  
A d
o .  
o

6.1 071111 1 1 1 4 1 1 1 4 1 . 4 0ar
0 4
, dor 41

0

MUNCHER
Maze, race and chase gam
Munching gets harder as
you progress. Power pills,

random mazes, blue ghosts
and smooth arcade action. s i k r s .  9 skill levels, many effects.
SLIPPERY SID° C Y B E R  RATS*

Take Sid on a sneaky trip. T h e  meanest metaiht menaces
eating frogs arid magic t o  march across the screen,
mushrooms, but watch out, if he moving so fast they•re almost a b:u
hits the garden wall he'll be sick. H i - r e s  movement, Hi-score bonus
Hi-scoring. 5 skill levels.

GROUND ArrAcK •
In the labyrinth the flesh
sating aliens have been icKated,
penetrate their defences,
destroy fuel supplies and missile

SPECTRUM
Slippery Sid E 3:95
Starship Ersterprise E.5 95 I
Muncher E5:95 •
Ground Attack ES:9S •
Mission Impossible E5:95
Brain Damage E 5:95
Armageddon C5:95
Orbiter E5:51

1116, I t  i
fINIP N O

P RESTOREA
oI

• • wg
• •  • 4 0 1 .  •  •  •  •  •  •  •  •  •  •  •  •

BRAIN DAMAGE'
The master computer detects
you patrolling its circuits in your
proton-panzer. Defend yourself
against 3 types of electron
panzers or escape through the
hyper gate to another circuit.
3 skill levels,

6 6 6 6 6  •  •  •
Send cheque or postal order to: SILVER SOFT LTD
London House 271/273 King Street, London VV6
or complete your
Access or Visa No.

Name

GROUND ATTACK
(ZX)

Finally...a version of the •
Spectrum best seller \
for ZX81 owners, true

Address



Sa nd TM designated
trademarks of
Sega Enterprises Inc.
0  1983 Sega Entemilses Inc.

SAFELY MANOEUVRE THE FROG TO
ITS HOME WITHIN THE TIME GIVEN.

• C R OS S  THE HIGHWAY WITHOUT
GETTING RUN OVER AND CROSS
THE RIVER WITHOUT FALLING IN.
AVOID TRAFFIC, SNAKES, CROCODILES

D DIVING TURTLES.
1 TO 2 PLAYERS. JOYSTICKS OPTIONAL

AVAILABLE FROM DRAGON 32 DEALERS NATIONWIDE
OR ORDER DIRECT FROM

The Official
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A a r d v a r k  S o f t w a r e ,  c r e a t o r s  o f  t h e  U l t i m a t e  A t o m
Games, b r i n g  y o u  N O W

T H E  U L T I M A T E  B B C  S P A C E - G A M E
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• • • • •  I M A M . .  •

, • • • • - • • • . •

.  .

4 4
•

4
z

T I  Z V I
T I  I  -
• 1  e  4. 4
• •••$  I . 4 • •  ;

•

Aoki

I S  611101.• .  •••

•

Migia.a.MM=Mi, M E M

dadli
•

Seated a t y o u r  compute r, s treams o f mu l ti -uu lou red  alit:116 ,,v;i i 'l  p  l a s e r - b a L ,
,i n to  fo rma t i o n .  Th e  fi r s t  sq u a d ro n  appears ha rml ess, b u t  l a te r  waves w i l l  a ve n g
,the  deaths o f th e i r  comrades w i th  i ncreasing  fe roc i ty . To combat th e  swooping t
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y o w l  Y o u r  p rogress t h r o u g h  successive  phases w i l l  b e  re w a rd e d  b y  cha l l eng i
stages, w h e r e  l a rg e  b o n u se s m a y  b e  ea rned . T h e  g a me  b u i l d s  u p  t o  a  d i zzy i n g
crescendo o f h i g h  speed mo ti o n  w h e re  In s ta n t  refl exes and  p u re  techn ique  are y o u r
on l y hope  o f  su rv i va l .

One o r  tw o  p l a ye r  game •  Ke yb o a rd  o r  Joysti ck •  Sound  on o r  o f f  •  Escape fa c i l i t y
•  Wo r k s  o n  a l l  OS's a n d  Tubes •  Te n  n a me  Hi-score ta b l e  •  Mode  2  f u l l  co l o u r

graph ics •  C o n t i n u o u s  ro l l i n g  t w i n k l i n g  s ta rs  •  M u l t i p l e  missi l es •  Fu l l  screen
action  •  A t t r a c t i v e l y  packaged i n  a  co l lectab le  l i b r a r y  case •  H i g h  q u a l i t y

cassette •  Fu l l  i n s t r u c t i o n s  •  Fo r  BBC mode l  B  o r  A  + 3 2 K •
Send c h i
,
c :
,  ,
s / 1
1
. 0 . s  
f
o
r  
£
8 .
9
0  
t
o

A a r d v a r k  Sof twa r e ,
100 A r d l e i g h  Gr een Road,

IlOR N C IEU R C H , A m e x .
Ne xt  mo n t h !  wa t c h  f o r t h e  u l t ima t e  non-space game!!

fo r B•13.0. E le ct ro n
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If so. it is quite p r i * l e  that you are •  m TI ,  o r e  CO
_;• 1 1 1 1 1 1 0 k own as Total Involve

Syndrome. _TIS manifests itseir itta number of ways, e  most dra t i c  symptoms being a victim's complete inability to le
at ease in the world of reality. Other sympto u d e  insomnia a  deparata need to pi .  Mysterious Adventure, a
an overwhelming sense of acute enjoyment. 1 I L . v

Experts believe that TIS is usually cont s  a result of r o l o . d
e X P O S U r e o  M y s t e r i o u s  
A d v e n t u r e

commonly caused by owning any of the follow o m e  Com p u
r
s : - -
48K SPECTRUM, BBC MODEL O R B .  TR •  L O U R  GENIWATARI - It 4
' :
1  I ,  C  ,  M O D O R E  
6 4 ,  D R A G O N  
3 2 ,  
1 8 K

ZX81. LYNX etc.
When questioned about this epidemIc, a rep t a t i v e  of DIGITAL A ,  a coritmmy who are actively involved in

research and development wor k n  Mysteriou v e n t u r e s  said "There is probably no cure for TIS other than mains
failure, faulty RAM chips etc. whith can be at best only a Temporary so t ion" . "In the absence of a more permanent
cure. I  would advise TIS sufferers to submit to the Syndrome and ob i n  Mysterious Adventures from any sources
available to the o f  the current Worldwide Epidemic, I would say enjoy it whilem" ' 'TIS is highly contagious and in

*
you can, resista f u t i l e " .

If you have ise C om pute r .  Corm/Wore 64, c t r u m .  Atari 4 / 8 0 0 .  or Dragon 32 you can obtain Myst
, •  A
I

Adventures ill'aily of  the folowing doge s : -

2) THE TIME MACHINE 5 )  ESCAPE FROM PULSAR 7 8 )  TH iWIZA R D  A K Y R Z
- 4 1 1
-  •

1) THE GOLDEN BATON
3) ARROW OF DEATH (PART 1) i i i )  CIRCUS -
I v  ,  9 )  
E R S E U S  
A N D  
A N D R O M E
D A
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C9.95 in P o s t  I I  .  Discounts are l i a b  t o r  Pushers.
SERIOUSLY D g m  SENSE OF REAL1

H A V E . Y 3 7 3 7
1
1 7 1 7 1 V E D  
i n  
A

MYSTERIOUS DVEnTUric RE(En SP?

For BBC. 48K Spectrum
ordef from:-

M E M
=

ming
GATE. PRESTO
,
.

TEL (0772) 530' •



9 9 0  P O KE  5 3 2 5 1 , X 1 + 6 : 6 0 T O  1 0 1 0
9 9 5  D A T A  3 1 , 3 1 , 3 1 , 3 1
1 0 0 0  RE M DY NAMI TE
1 0 1 0  S = S T I C K ( 0 ) : P O K E  7 7 , 0 : S O U N D  3 , 1 0 , 0 , 2
1 0 1 5  I F  S T R I G ( 0 ) = 0  T H E N  P O KE  5 3 2 5 1 , X 1 + 1 5 : 6 0 T O  7 6 0 ( 1
1 0 2 5  J = P E E K ( 5 3 2 5 2 ) : I F  J = 1  O R  3 = 2  T H E N  7 0 0 0
1 0 2 7  G = P E E K ( 5 3 2 5 3 ) : I F  6 = 1  O R  6 = 2  T H E N  6 0 T O  7 8 0
1 0 3 5  P O KE  5 3 2 7 8 , 1 7 : X 2 = X 2 - ( 5 L + 0 . 5 ) : P 0 0 ( E  5 3 2 4 9 , X 2
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1 A  HOME( Choosing a home micro can be a daunting task to the newcomer, and with an ever increasing number of

micros emerging on the market, even up-grading. say. from a D(811 can be a risky and expensive exercise
if the wrong decision is made. It is important to look at the real facts and specifications, and check exactly
what you get for your money before choosing your micro-computer system.

THE PITFALLS
"DONT LET THE ADD ONS
ADD UP"
A number of large companies are
offering packages that seem to be
g o
o d  
a
n
d  
l
o
w  
c
o
s
t
.

offers usually have a hidden
sting inasmuch as the essential
accessories such as connection
leads peripherals and software often
carry very high cost premiums,
e.g. software for low cost hardware
usually costs between £29 and £49
for a ROM cartridge!
,CHECK THE QUALITY
OF THE PRODUCT.
R,.uk materials are now an area where
corners can be cut. and shoddy
workmanship during 'building' can
effect the 'up-time' of your unit.
Areas to watch out for are unreliable
edge connectors. corrosion and
poor quality P.C.B.s. Low quality
components and bad design will
seriously effect the reliability of
the end produci and can lead to
false economy.

DON'T BUY A GAMES
MACHINE
Unless you want just games and
nothing else! With  a games
computer you are limited.
Some computers. however, have the
advantage of both games facility plus
the whole world of computing to
explore, as your interest and skills
develop. A real computer system will
allow you to expand your knowledge
of the Hi-Technology world, and help
cam its keep with its added uses in
the field of education. communica-
tion and home buciness use

SOFTWARE
Make sure the system you choose
has a growing library of support
software. to enable you to realize the
full potential of your machine

KEY POINTS TO
LOOK FOR
•  High Resolution Colour
In general most home computers
have a poor graphics resolution (or
detail I. Check on the vertical and
horizontal resolution in graphic
mode and multiply the two numbers
together. If the result is less than
35,000, then the graphics can hardly
be considered high resolution
Without high resolution graphics
displays such as those used in
games tend to be "Chunky
- i nappearance.

kiver)sement

•  High Quality Sound
Some computers claim to provide a
sound channel when in reality all that
can be found inside the computer is
a small buzzer controlled by
electronic pulses. At the very least a
sound facility should provide more
than one channel and a raise channel
as well (for gun shot effects in games
for example). The best systems also
provide envelope control of the
sound channels to produce very
sophisticated effects: very important
for generating musk. Also look for
the ability to connect to external
amplifiers.

Keyboard
For accurate entry of programs and
data into a computer it is important
that the keyboard has a good tactile
feel in operation. Coupled with
acoustic feedback the user is fully
aware when the computer has
accepted his/her actions Also of
importance in a keyboard is layout.
A standard computer keyboard
layout will familiarise the user with the
vast majority of computers used in
the world of business and
professional applications: very
important if the purpose of
purchasing a computer is
educational.

•  RAM
One of the most important features
of a computer is the amount of RAM.
or memory. included In general the
more powerful and exciting a
computer program is the more RAM
it requires. But take care, all
computers are advertised quoting
the total RAM used in the system.
Computers use up a great deal of
their own RAM for storing essential
data and particularly in supporting
the graphics display and the CPU.
If it is less than 32K think again, is it
enough?

•  Computer Language
It is too dificult to program a
computer in its own binary language
so high level languages are used_ the
most popular being BASIC. However,
there are a number of BASICs. some
being very different from the rest.
A de facto standard in the computer
industry is Microsoft BASIC
Learn this one and you will be able to
program in the majority of computer
BASICs; such an important point if a
home computer is to be used to
educate your children to face the
technology of the future.

•  Expansion
As your interest and knowledge of
computing grows. you will need.,

)si It i k '  rftjhi systes, 1 cat 0,  09 s a v e  you from Zhu .  , u r
money  artiag Check full specification. plus per4lierals and sottuute
prices before you buy. Preferably choose a Real computer sysierri that
expand So meet t our needs.

computer system that will grow with
you: able to accommodate Printers.
Disk-drives. Joysticks. Communica-
tions Modern and Colour Monitor. as
well as produce HI-FI sound effects.

•  Software
The computer you choose should
have a growing selection of utility

software to make the most of its
capability.
Remember, computing is here to
stay. You can't learn to compute on
a toy. or a device which does not
behave like a real computer
In short. look out for a computer
which offers all the points above, and
you will be sure of getting the best
value for money

To find out which company offers
you the right choice, with:-
•  Good value, high specification. quality
micros.
•  A quality, 4 colour, plain paper printer/
plotter.
•  Communications Modem.
•  Micro Disk Drives.
•  Comprehensive and growing range
of software

TURNOVER.- ""1011'



()RIC molt) prelopy DISK rpm
Coming soon the incredible new 3
- O r i c  M i c r o  
D r i v e s .  
— 1

Small size. Compact. High precision disks with storage t i l l
capabilities from 100K Bytes to in excess of 1 Megabyte
uriormatted. With their own built-in power supply. these
easy to use units will add big system capability to your
home micro.

This superb printer represents
excellent value at just
£ 1 6 9 . 9 5  including VAT.

The Oric Colour Printer is quality engineered to provide 4 colour hard copy on plain paper. with
superb graphics and text capability, printing either 40 columns or 80 columns.

It prints in red, green. black and blue, onto a
41/2" width standard paper roll. With a print

speed of 12 characters a second. the
'ACP 40 comes with its own power

supply and all necessary leads to
connect straight into your Oric

or to any standard
Centronics interface.

Am. _wow_
OMC PRODUCTS INTERNATIONAL, LTD. COWORTH PARK. LONDON ROAD, ASCOT. BERKS.

1
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The right choice
for real computing
ORIC

Before making your final choice, check any other home micro in the same price bracket.
against the incredible specification of the ORIC-- I
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moving keys•  Quality of build and materials

•  Superb styling /  Full colour display

•  Choice of 16K or 48K RAM

•  Latest design technology and circuitry

•  Real sound — 8 octaves plus HI-A output

•  Centronics printer interface

•  Colour printer /  Disk Drives

•  Communications Modem

TV. IAS 0 FT
ORIC Software

High Resolution colour graphics
240 x 200 pixels

The fast growing success of ORIC-1 means that an incredible number of software titles
are becoming available for your °tic. With many well known titles from independent
software houses. plus exclusive ORIC SOFTWARE from TANSOFT vou can now drive
our Oric towards its full potential.

Below is a small selection from Tansoffs range. all of which offer superb value
BUSINESS
ORIC BASE. ORIC CALC. AUTH
MACHINE LANGUAGES
FORTH. ORIC MON.
C OM P U TE R  GA M E S
ZODIAC. HOUSE OF DEATH.
ORIC MUNCH. SUPER BREAKOUT.
ULTIMA ZONE. DEFENCE FORCE.
TANSOFT ORIC SOFRVARE available from your ORIC supplier and all good software
Jeaters. For full list of further information contact:-

TOURING LANGUAGES
OR. G E R M A N .  SPANISH. rrALIAN. FRENCH.

GE N E R A L IN TER EST
ORIC CHESS. MULTIGAMES I.
MULTIGAMES 2. ORIC CAD.
THE NOWOTNIK PUZZLE.

di Real computer language programming —
II" Basic/ Forth
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w  (28 rows x 40 characters)

•  Cassette Port R . G . B .  output.
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u
l
l
y  
e
x
p
a
n
d
a
b
l
e  
s
y
s
t
e
m 
f
o
r  
h
o
m
e
.

w  education & small business use
Full range of peripherals to support
your system

OR1C
-
1 
S e t
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s  
s
t
a
n
d
a
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d  
i
n  
Q
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ORIC-1 41:1K1.139.95 int.VAT ORIC-1 16K Egg_ .95 inc.VAT

All ORIC computers purchased before 31st December 1983 M C P  40 COLOUR PRINTER E169.95.
come with a E40 voucher off the M.R.P. of the MCP 40 Colour O F F E R  P R I C E  £ 1 2 9 . 9 5
Punter.

TAPISOFT LIMITED  — 3 CLUB MEWS. ELY. CkMBS C674%Ak. TEL103531 2271123



NOW AVAILABLE FROM W. H. SMITH & SON
AND JOHN MENZIES 1

ER, I F
 a

tacular 3-dinazese
adventure for the I
I  I I  
I I
43K Spectrum

RICHARD SHEPHERD
31110TWAIRE

TRANSYLVANIAN TOWER
A spine chilling adventure e nt e r  via the dungeons
navigate your way through 500 3-0  rooms survive the
swooping vampire bars r e a c h the terrifying top a n d
rid the world of the evil Count Kreepiel
Can you survive the top of The Tower?
Full save routine for use during the hours
of darkness!
48K Spectrum f6 .50 .

Also available by mall order

SHIP OF THE LINE
Command, a sailing ship juggle  your
supplies, crew and firepower fearlessly
battle your way up the admiralty ladder, bribe
Sea Lords as necessary u n t i l  you make First
Sea Lord! Full save routine. 48K Spectrum. E6.50.

De,-liers Ge ne rous drst Ount3 tTVALAbk
•

„,7.. t7, • _ - .
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R I C H A R D
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S H E P H E
R

SOFTWARE
Credit Card Hotline 0628 21107

Ail programs are  sold sutifect to  M e  c ondition that they May mat, b y wAy of trade of
otherwrse_ De lent hired out resold or otbervole ircUlated without the written permiwon
o R K Mord Shepherd

An adventurous game of
strategy and planning for
the 48K Spectrum

EVEREST ASCENT
Conquer the world's highest peak in defiance of all the
obstacles, men and nature can throw at you survive
avalanches cross bottomless crevasses c o p e  with
wayward Sherpas — but don't run Out of supplies!
Full save routine. 48K Spectrum. E6.50.

Also available by mall order
SUPER SPY

A global spy chase through complex puzzles,
coded messages and 3-D mazes. Follow Dr.

Death's trail loca te  his secret island discover
the entrance to his lair b u t  it doesn't end
there! A different solution every game Full

save routine. 48K Spectrum E C M

OM M I  Mi l  I =  OM ME  I =  OMB = 1 1  E n  I n

DISCOUNT;
BUY TWO GET E I OFF
EiLtr THREE GET E2 OFF
BUY FOUR GET ES OFT

Au. PRICES iNCLUDE
VAT A O K I  CLASS ur  POSTALE

OVERSEAS ORDERS ADO I  I So FOR MR W.11

48K EVEREST ASCENT
441K TRANSYLVANIAN TOWER
41K SUPER SPY
411K SHIP OF TPE UNE
,DEALER PAOC

- at Liti_50
at LLSCI

L6•58
—
at 
1
6
.
5
0

EISCOLIPO
TOTAL

a) I enclose casiV rileour/P  0  payable to Rychald Stiebflerl S oftwant
Debot my ACCESS/VISA Card No -

w1111 the surn of E S t o n a t u r e
NAME

SEND ift4MEDIATELY TO: RKHARO SHEPHERD SOFTWARE
FREEPOST too stamp neectml, M AIDE NHE AD, S E WS  5t.6 say

I =  Mi l  M E  Mi l  MB OM M I  ME  UM ME  OM



7 1 2 0
7 1 3 0
7 1 4 0
7 1 5 0
7 1 6 0
7 1 7 0
7 2 0 0
/ 5 0 0
7 5 5 0
7 6 0 0
7 6 0 5
7 6 1 0
. 0 , 0
7 6 2 0
7 6 3 0
7 6 3 5

ON P T  G O TO  7 1 3 0 , 7 1 4 0 , 7 1 5 0 , 7 1 6 0 , 7 1 7 0
P O S I T I O N 7 , 1 :
7  4 1 6 ; "  
" : G O T
O  
7 5 0
0

P O S I T I O N 6 , 1 :
7  * 6 ; "  
" : G O T
O  
7 5 0
0

P O S I T I O N 5 , 1 :
7  * 6 ; "  
" : G O T
O  
7 5 0
0

P O S I T I O N 4 , 1 :
7  * 6 ; "  
" : G O T
O  
7 5 0
0

P O S I T I O N 3 , 1 :
7  * 6 ; "  
" : G O T
O  
7 2 0
0

I F P 1 = 5  T H E N  2 2 = 1 : G O T O  9 0 0 0
L= 2 : G O TO  2 7 0
REM DY NAMI TE  E X P LO S I O N
FOR P = 1  T O  1 0 : P O K E  7 0 7 , I N T ( R N D ( I ) * 5 0 1 + 1 2 : N E X T  P
POKE 5 3 2 5 1 , 5 : P O K E  8 7 , 1
FOR 1 = 0  T O  1 5 0 : S O U N D  2 , I , 0 , 1 4 : N E X T  I :  SOUND 2 , 0 , 0 , 0 : S O U N D  0 , 0

POCE 8 7 , 7 : C O L O R  4 : 5 = X 1 - 3 1 : T = Y I
-
2 3
FOR A = T - 8  T O  T + 8 : P L O T  S - 8 , A : D R A W T O  5 - 1 - 8 , A: NE X T A
PLOT S - 6 , T - 9 : D R A W T O  S + 6 , T - 9 : P L O T  S - 4 , T - 1 0 : D R A W T O  S + 4 , T - 1 0 : P L

OT S - 2 , T
-
I I : D R A
W T O  
S
+ 2 ,
T -
I 1

7 6 4 0  P LO T S - 6 , T + 9 : D R A W T O  S + 6 , T + 9 : P L O T  S - 4 , T + 1 0 : D R A W T O  S + 4 , T + I 0 : P L
UT S - 2 , T + 1 1 : D R A W T O  S + 2 , T - 1 1
7 6 4 5  P L O T  S - 9 , T - 6 : D R A W T O  S - 9 , T + 6 : P L O T
OT S - 1 1 , T - 2 1 D R A W T O  S - 1 1 , T + 2
7 6 5 0  P L O T  S + 9 , T - 6 : D R A W T O  S + 9 , T + 6 : P L O T
OT S + 1 1 , T - 2 : D R A W T O  S + 1 1 , T + 2
7 6 6 0  C V = I : G O T O  3 9 0
8 0 0 0  RE M T I T L E  &  S K I L L  L V L  S E LE CT
8 0 1 0  O P E N * 1 , 4 , 0 , " K : "
8 0 1 5  G RAP HI CS  1 7 : S E TCO LO R  4 , 2 , 3
8 0 2 0  T T = T T + 1 : O N  I T  6 0 T 0  8 0 3 0 , 8 0 3 5 , 8 0 4 0 , 8 0 4 5 , 8 0 5 0
9
8 0 5 5 , 8 0 6 0
8 0 3 0  P O S I T I O N  6 , 5 :
7  
* 6 ; " I " : S O U
N D  
0 , 7 5 , 1
0 , 8 : F O
R  
W =
1  
T
O  
4 0 :
N E
X T  
W
:
S

OUND 0 , 0 , 0 , 0 : G O T O  8 0 2 0
8 0 3 5  P O S I T I O N  1 2 , 5 :
7  
* 6 : " m " : S O U
N D  
0 , 8 0 , 1 0
, 8 : F O R  
W =
1  
T
O  
4 0 :
N E X
T  
W
:

SOUND 0 , 0 , 0 , 0 : G O T O  8 0 2 0
8 0 4 0  P O S I T I O N  7 , 5 :
7  
* 6 ; " o " : S O U
N D  
0 , 7 5 , 1
0 , 8 : F O
R  
W =
1  
T
O  
4 0 :
N E
X T  
W
:
S

OUND 0 . 0 , 0 , 0 : G O T O  8 0 2 0
8 0 4 5  P O S I T I O N  I I , 5 : ?  * 6 ; " a " I S O U N D  0 , 8 0 , 1 0 , 8 : F O R  W = I  T O  4 0 : N E X T  W :
SOUND 0 0 , 0 , 0 : 6 0 1 0  8 0 2 0
8 0 5 0  P O S I T I O N  8 , 5 :
7  
* 6 ; " g " : S O U
N D  
0 , 5 0 , 1
0 , 8 : F O
R  
W =
I  
T
O  
4 0 :
N E
X T  
W
S
.

OUND 0 , 0 , 0 , 0 : 6 0 1 0  8 0 2 0
8 0 5 5  P O S I T I O N  1 0 , 5 :
7  
* 6 1 " J " : S O U
N D  
0 , 1 0 0 , 1 0
9
8 : F O R  
W =
1  
T
O  
4 0 :
N E X
T  
W

:SOUND 0 , 0 , 0 , 0 : 6 0 1 0  8 0 2 0
8 0 6 0  P O S I T I O N  9 , 5 :
7  
* 6 ; " - " : S O U
N D  0 , 1 0 0
9
1 0 , 8 : F O
R  
W
= 1  
T
O  
5 0
: N
E X
1  
W
:

S O UND 0 , 0 , 0 , 0
8 0 7 0  FO R  W= 1  T O
8 0 8 0  P O S I T I O N  2 ,
8 0 9 0  FO R 14=1 T O
8 1 0 0  P O S I T I O N  3 ,
8 1 1 0  P O S I T I O N  7 ,
8 1 5 0  P O S I T I O N  4 ,

2 5 0 : N E X T  W
9 :
7  
*
6
:
"
S
T
L
P
H
E
N  
L
I
N
G
E
R
"

2 5 0 : N E X T  W
1 4 :
7  
*
6
;
"
S
E
L
E
C
T  
S
K
I
L
L
"

1 6 :
7  
*
6
;
"
L
E
V
E
L
"
:
F
O
R  
1
4
=
1  
T
O  
1
0
0
:
N
E
X
T

1 8 :
7  
*
6
;
"
I
"
:
S
O
U
N
D  
0
,
3
0
,
1
0
,
8
:
F
O
R  
W
=
1

S - 1 0 , T - 4 : D R A W T O  S - 1 0 , T + 4 : P L

S + I 0 , T - 4 : D R A W T O  S + 1 0 . T + - 4 : P L

TO 2 0 : N E X T  W :
SOUND 0 , 0 , 0 , 0 : F O R  W = I  T O  8 0 : N E X T  W
8 1 6 0  P O S I T I O N  9 , 1 8 :
7  
* 6 ; " 2 " : S O U
N D  
0 , 3 0 , 1 0
, 8 : F O R  
1 4
= 1

SOUND 0 , 0 , 0 , 0 : F O R  W= 1  T O  8 0 : N E X T  W
8 1 7 0  P O S I T I O N  1 4 , 1 8 :
7  
4 0 6 ; " 3 " : S O U
N D  
0 , 3 0 , 1 0
, 8 : F O R  
W =
I

:SOUND 0 , 0 , 0 , 0 : F O R  W= 1  T O  8 0 : N E X T  W
8 2 2 0  G E T * I , K
8 2 3 0  I F  K = 4 9  T H E N  S L = 1 : D R = 2 0 0 : P O S I T I O N  4 , 1 8 :
7  * 6 ; " 1 "OR W= 1  T O  1 0 0 : N E X T  W: G O TO  3 0
8 2 4 0  I F  K = 5 0  T H E N  S L = 1 . 2 5 : D R = 2 5 0 : P O S I T I O N  9 , 1 8 :
7  * 6 ;0 : FO R 14=1 T O  1 0 0 : N E X T  W: G O TO  3 0
8 2 5 0  I F  K = 5 I  T H E N  S L = 1 . 5 : D R - 3 0 0 : P O S I T I O N  1 4 , 1 8 :
7  * 6 ;0 : FO R 14=1 T O  1 0 0 : N E X T  W: G O TO  3 0
8 3 0 0  G O TO  8 2 2 0
8 5 0 0  F O R  W= 1  T O  2 o : N E X T  W: S O UND 0 , 1 5 0 , 1 0 , 8 : 1
-
O R  W = 1  T O  
3 0 : N E X T  
W : S

OUND 0 , 0 , 0 , 0 : R E T U R N
9 0 0 0  RE M E ND RO UTI NE
9 0 1 0  P O KE  5 3 2 4 8 , 5 : P O K E  5 3 2 4 9 , 5 : P O K E  5 3 2 5 0 , 5 : P O K E  5 3 2 5 1 , 5 : S O U N D  0 ,
0 , 0 , 0 : S O U N D  3 , 0 , 0 , 0
9 0 4 0  P O KE  8 7 . 1 : P O S I T I O N  0 , 0 : ?  * 6 ; "  F I N A L "
9 0 6 0  I F  2 2 = 1  T H E N  P O S I T I O N  0 , 1 :
7  * 6 ; " Y O U R  
F I R E D "
9 0 8 0  I F  S C> MS C T H E N  MS C=S C
9 0 9 0  CO LO R 2 : P O S I T I O N  1 6 , 1 :
7  * 6 : M S C ;9 1 0 0  FO R  W = I  T O  8 0 0 : N E X T  W
9 1 2 0  P O S I T I O N  * 6 ; "  P R E S S  T R I G G E R
9 1 3 0  P O S I T I O N  0 , 1 :
7  * 6 1 "  
T O  
R E S T A
R T

9 5 0 0  I F  S T R I 6 ( 0 ) = 1  T H E N  9 5 0 0
9 5 1 0  0 = 1 : 6 0 1 0  8 2 3 0
9 6 0 0  RE M D O N E
,

TO 2 0 : N E X T  W :

TO 2 0 : N E X T  W

:OOSUB 8 5 0 0 : F

" 2 " : 6 0 5 U 8  8 5 0

" 3 " : G O S UB 8 5 0
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Dragon
32

An exc it ing n e w approach t o  adventure
games. Using the mult i-media of text, draw-
ings. audio t ape and t he computer,  T h e
Protectors' offers you total involvement
in a world of magic and fantasy
You create your  adventurer on a
separate program.  If y o u r  adventurer
survives y o u  c a n  p lay  h i m t hrough
another adventure

•  A  20 page instruction book.
•  An audio tape
•  A  35 page adventure booklet of draw-

ings and descriptions.
•  Character generator
•  Village trading scenario
•  Firs t  adventure
Includes
adventure
Champions
Awake'

1

The Protectors

your fi r s t
The

S pe c t r um
48k

You t remble
with fear as  the wolf

leaps at  y o u .  W h a t
spells have you left? How

tired are you? Have you got
any magic items? Is the wolf

faster t han  y o u ?  Ca n  y o u
escape' I s  there anything interest-

ing in that  ev i l  s mel l ing pile of  rub-
bish? How do you get beyond this room?

H _ . . . E . . . . L . . . . P
Available on Dragon 32 and Spectrum 48k

E12-95
Time Travels  Inc.
60a Upper Bar.
Newport ,  Salop.  I F10  7EJ

•

VIC
16K RAM PACK

HO( for  fur ther  Information

O VIC 20 PRODUCTS
O COMMODORE 64

I encloseChaim.P/0tor
E 2 8 . 9 5    C R E D I T  CARO r  ACCESS _1— BARCLAY CARD ,  I

AlJ prices SuCei; 1 - , 1 1
ilaroilitsiOf chaPki ••• , , ( 1 1 )

1  3 1 1  208 Aighurtit Aitiburth liverpool LI7- 051 727
-
72671

122 COMPUTER & VIDEO GAMES

COMPLJTEPI
Products by mail

JOYSTICKS
Repairs, Spares,  Ne w &  Recondit ioned Joysticks.
Improve o r  repair  y our At ar i  ( TM)  joyst ick wi t h
STRONGER HANDLE I NSERTS (mein cause of
failure). Giv es  arcade qualit y  f eel and  durability.
Fitting Instructions supplied.
Send E2.50.Vair including p&p.
Commodore (TM) joysticks — send to us for repair or
service. El .50 5 0 p  p&p per joystick.
Commodore approved. Reviewed in L.E.T. April '83
WANTED — El paid for poorly joysticks with casing
fully intact.
RECONDITIONED Atari (TM) & Commodore (TM)
joysticks (
-
a  
C 3 . 7
5 + 5 0
p  
p
&
p  
p
e
r  
j o
y s
t i
c k
.  
A  
g
r
e
a
t

saving, why pay more_
SOFTWARE
— For Atari 400 800 16K
1. Nuc lear Defence. 2 .  Mastermind.
3. HangmanAnagram,  4 .  Charac ter Redefinit ion
1 4 . 9 5
,
- 5 0 p  
p &
p  
e
a
c
h  
c a
s s
e t
t e
.

At least 10% DISCOUNT on all other software.
E.g. Zaxxon C25.95+ 50p p&p. Ring or s.a.e. for best
prices.
Same discount on Atari 2600 (TM) software.
E.g. Defender E26.99 pos t age

Ms Pacman C26.99 + postage
Star Raiders £26.99 ,- postage

HARDWARE
Alan 400 £139.99 A t a r i  800 E289.99
Commodore 64 C229_99 S p e c t r u m  48K E125.99
All computers + E5 post & packing.
COMPUTER SUPPLI ES,  1 4 6  CHURCH RO AD,
BOSTON, LINCS.,  PE21 OJX. (0205) 50239

o
1

PLEASE SEND ME

VIC 20 16K RAM PACK
tv Price T O T A L

nclutlingVATanci Rows and Nicking.

Name
Address



Write to me at Bug Hunter, Computer and Video Games. Ourrant House, 8 Herbal Hill,
London EC1R 5E,L Or 'phone me on 01-278 3881.

WHERE ARE
YOU TRS-80?
We've been accused recently o f  neg-
lecting the trusty old TRS-80 in favour of
the newer micros. The reason for this is
simple — we haven't received any TRS-
80 programs which are considered suit-
able for publishing. So i f  you'd like  to
see a  good game pub lished f o r the
Tandy machine then why not write  one
and send it  to us. We  pay EIO for any
listings published.

Meanwhile fo r a l l  frustrated Tandy
owners, here's a few tips fo r a TRS-80
model I using level II  Basic courtesy of
Sunil Parekh of Manchester,

The mem-size is stored in  locations
16561 and 16562. To program it, use the
following routine,
10 INPUT "MEM SIZE"14
20 M -
-
- M  
- -  
2

30 POKE 16562,INT(M/256)
40 POKE 16561,M-INT(M/256) •256

You can  a lso  me rg e  p ro g ra ms on
this computer. I t 's easy i f  you fo llow
some simple rules.
•  Part 2 statements must have higher
line numbers than part 1.
•  Put part 1 in memory and type PRINT
PEEK (16633)
•  Type in  one of the following lines, I f
the number p rin ted  f ro m above wa s
less than 2  then use line  A. otherwise
use line B.
A: P O K E  16548 ,PEEK(I6633 ) +
254:POKE 16549,PEEK(I6634)– 1
B: POKE 16548.PEEK(16633)-2:POKE
16549,PEEK(16634)
•  CLOAD part a
•  Typ e  t h e  f o l l o w i n g : -  P O K E
16548,233:POKE 16549,66

Your p ro g ra ms  h a ve  n o w  b e e n
merged, list them and see.

SPACE LASER
TI 99/4a
We've been sent an improved listing of
Space Laser for the Texas as published
in our November '82 issue. If you'd like a
copy, then drop us a line and an sae and
we'll send you  one post-office haste.
Please mark the envelope Space Laser
Listing.

USERS GROUP
If you own a Commodore computer, you
may not be aware of ICPUG, that's the
Independent Co mmo d o re  Products
User Group. Annual membership cost
includes help and advice, a newsletter
and free programs (you send them a
blank d isc o r cassette and they do the
rest).

One such program which  I  use is a
neat u t ility fo r owners o f  8000 series
Pets. Th is short routine a llows an 80
column machine to simulate a 40 column
screen, which should allow a fa ir pro-

portion of 40 column Basic software to
run on an 8000.

Machine code programs wi l l  p rob-
ably prove tricky, because the memory
maps of the two machines are different,
Details o f this and other services, p lus
subscrip t ion p rice s,  f ro m the  me m-
bership secretary Jack Cohen at
ICPUG, 30  Brancaster Road, Newbury
Park, Ilford, Essex IG2 7EP

VIC TIPS
From Gareth Jones of Cleveleys comes
a tip for Vic owners. SYS 256 is the same
as LOAD, so  you could put this at the
end o f  the fi rst  list ing  in  a  two-part
program. You can change nibblers so
that it automatically loads nibblers II by
changing line 19 of the first program to
PRINT "CLR SCRN LOADING NIBBLERS
2"; SYS 256. Remember to leave the tape
recorder in  play mode after listing one
has loaded.

3D ROAD RACE
— TI 99/4a
The 3D road-race program also in  our
July issue works correctly. Honest! The
only e rro r was some faint prin t ing  in
line 2120. but at least we  printed it  in
black and white  this time. The end o f
the line should read DM=  1.

FROGGER —
TI 99/4a
Just when you thought it was safe to go
back to  yo u r TI,  the  Bugs moved  in
again! Although the Frogger game from
the Games Extra  in  July issue wo rks
perfectly and provides a good game in
h ires graphics, the write-up warns o f
such menaces as turtles, snakes, alliga-
tors and a  t imer on the bottom o f  the
screen.

Well,  t o  pu t  i t  b luntly, they're  not
there. The information from the author
mentioned them so we  passed the in-
formation on to you!

What happened to these characters?
We don't know! But obviously we  wil l
try to find them and publish the missing
lines in  a future issue.

BALLOONACI-
ATARI
For a ll those balloonatics who couldn't
get our August program to run correct-
ly, here 's some advice f rom someone
with an illeg ib le  signature who lives in
Oaybrooke Magna, Leicester.

While balloonacy works fine on le k
machines. it locks up when typed into a
32 or 48k Atari. I f  this happens on your
machine try changing line 110 to
110 RT=PEEK(106  :POKE 106,RT-8:
GRAPHICS 18
and all should then be well again.

So much for my bit about splitting 3.5k
Vic programs in to  two  sections. Th is
works perfectly as long as we remem-
ber to print both sections! Look at Brick-
Up in our August issue. Apologies to all
concerned, e sp e cia l ly  au tho r Ph ilip
Smith, Here 's what you've been waiting
for

10 FOF1-7169107511
20 PEADA P O K E 1 , A
,
NE x
7

25 FORI=7552T02631 READ0 Poti.E,11 NExT
DATA223.223,0-251,251,251.0.223

40 De T0 6 0 . 1 0 2 , i 0 2 . 1 2 6 , 1 0 2
,
1 0 2
,
1 0 2 . 0
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1 0 2 . 1 2 4
,
: e 2
,
1 0 2
,
i 2 4
,
e
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,
6 e
,
e
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1 0 2
,
1 0 2 . 1 2
4
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1 2 0
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1 2 6
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0
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96. 0
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0 2 . 1 0
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,
1 0 2 . 0
2  
e

12e DRT024..24,24.24,24,24,24.o
130 D01030,6.6.6.6.102.60.0
:4e D0T898, 100, 104, 112, iO 4, 100
,
98
,
0

150 1J91096,96,96.06,96.96,126
,
8
160 D A T0 6 6 . 1 e 2 . 1 2 E - 1 2 6
,
1 0 2
,
1 0 2
,
1 0 2
,
0

170 0 9 7 0 1 0 2
,
1 0 2
,
1 1 0
,
1 1 0
,
1 0 2
,
1 0 2 . 1 e 2 . e

180 1 3 0 T A 6 0 , 1 0 2
,
1 0 2 . 1 8 2 . 1 0 2 . 1 0
2
,
6 0 . 0
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0
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P R O G R A M M A B L E
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I  he uni que  A G F  key simulation pr inciple
makes i t  extr em el y  easy  t o  incor por ate a  Pr ogr am m able design gives r o T A L  soft-
s u p p o r t .  Joystick action in your own programs. All ware
eight directions and fi re are read by  simple a  Ac c e pts  Atar i ,  Com peti t i on Pro.  Wico,
BASIC. S t a r l i g h t e r .  Quick Shot,  Le Stick etc.
With every order comes a free demonstration *  Rear  extension connector for  all other
program cal led 'V i de o G r affi ti ' phis a  ful l  a d d
-
o n s .

set of instructions, a  l •  ree demo program and instructions.

- - -  - - - - - - -
FOR USE WITH

Module o r  VIC
Atari VCS, Atari

If you require extra
original interface

'OLD'
ONLY £7.54

1/4 P
OUR INTERFACE
20, Commodore 64.

400, Atari 800
Joysticks for our

module mark order
Joysticks
lite VAT + P&P

%
FROM: MR/MRS.:MSS
ADDRESS

SEND C.W.O. (NO STAMP NEEDED I TO: A.G.F. HARDWARE, DEPT. CVG
FREEPOST, BOGNOR REGIS, VSIEST SUSSEX, P022 98R

OTY ITEM ITEM PRICE TOTAL
PROGRAMMABLE INTERFACE• 33.95
JOYSTICK(S) 7.54
PACK(S) QUICK REFERENCE CARDS 1.00

ONE VIDEO GRAFFITI FREE
ZX81 0  Z X  SPECTRUM 0  P l e a s e  tick

DEALER ENQWRIES WELCOME E  XPORT PRICES ON A PPLICA -nal,
, F I N A L  TOTAL

ABOUT OUR PROGRAMMABLE
INTERFACE
Surpassing the  outstanding specification o f
our Inter face Modul e  I I  w hi ch sti l l  offers
the best softw ar e suppor t a t  i ts  pr ice,  a
Joystick Inter face tha t  is compatible w i th
ALL S O FTW ARE  thr ough i ts unique hard.
ware programmable design.
The Interface plugs on to the rear connector
of your  Z X8 I or  Z X Spectrum.
Quick cl ip-on connections,  w hi ch ar e con-
figured from a reference card supplied, allow
you t o  defi ne which o f  the for ty  keys are
simulated by  which action o f  the Joystick.
A pack of ten Quick Reference Programming
Cards makes setting for your favour ite games
even easier. These can he fi lled in to show at
a gl ance t h e  confi gur ati on r equi r ed a nd
stored in  t he cassette case o f  the part ic u lar
game. Whe n y o u  change t o  a  game using
different keys the module is re-programmed
in a few seconds.
As wi th our  Interface Module I I  the Pro-
grammable I nter face accepts a l l  standar d
switch Joysticks tha t  are Atar i -compatible.
Two sockets ar e available w hi ch ar e con-
nected together  for  two player games which
use the same keys for  both players.
The I nter face  r es i des  i n  t h e  keyboar d
address space and does not affect its opera-
tion or  interfere w i th any other  add-ens. A
rear s i o n  edge connector  wi l l  a
c c o m -
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ABF

PACKAGE CONTENTS SUPPLIED
•  Pr ogr am m able Inter lace Modul e  as illus-

trated, com plete w i th di p-on pr ogr am
ming leads.

•  S e l f  adhesive programming chart detailing
how to defi ne which key is simulated by
UP. DO W N,  LE FT,  R I G HT.  and FIRE..
This can he fi xed on to the case of your
computer  or  i f  preferred the  protective
hacking can he left on.  The  chart is made
of  a very durable reverse pr inted plastic
and is extremely easy to read.

•  O n e  pack o f  ten Q ui ck  Reference Pro.
gramming Cards for  at-a-glance setting
to y our  games requirements.  The  card
allows you to mark the  confi guration in
an easy t o  r ead fashion w i th space t o
record t he  software ti tl e a nd com pany
name.

•  V i d e o  G r affi ti  dem onstr ation program
which is written totally in BASI C to illus-
trate how  al l  e i ght di r ections a nd fi re
can be  read.  Thi s  is also a  useitil  high
resolution drawing program.

•  1 2  m onths  guarantee a nd ful l  w r i tten
I n N t ru c i lo n
,
.

ATARI
JOIZT CK3



BARON by Simon
Mansfield Machine. 71(81

16K Sbectrum 48K
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12,000 WORDS W
With an inkling of programming expertise.
Psion's Scrabble looks a  tremendous
achievement, but with a lot of computer
knowhow, i t  rapidly borders on the nigh
impossible.

A game which notonlyearns respect from
other programmers but wins admiration
from experts in a specialised field is rare.
And everyone C&VG showed the early
version o f  Psion Scrabble to, was  left
wondering just how they did it.

We asked Charles Davies of  Psion to
explain just how he had crammed a 12,000
work vocabulary into 48K and how the

1 c
3 
b
O
l  
m
3

h•Er innivimw
People are used to  computers
playing chess o r backgammon
but they are taken aback by a
program wh ich  p lays a  good
game of SCRABBLE.

This is because SCRABBLE is
a word game and your Spectrum
placing words in  a human way
sets you thinking about artificial
intelligence i s  it really brighter
than you gave it credit for

While most people could not
write a chess program, they can
see that it is conceivable that a
chess game cou ld  b e  repre -
sented i n  mathematical te rms
which could b e  tackled b y  a
computer. But the link between
SCRABBLE and binary is not so
clear,

Although t h e  c o m p u t e r
appears to be thinking of words it
is, of course, scanning a list of
words held in  its memory. I t  is
not quite that simple however
because Psion Computer Scrab-
ble has a  dictionary o f  about
12,000 w o rd s  w h i c h  w o u l d
(assuming a n  average w o rd
length o f  fi ve  letters) require
60,000 bytes of memory if it were
stored in  the  same wa y  tha t
characters are normally stored in
a computer. A 48K Spectrum has
about 40,000 bytes free for both
the program and the dictionary.
How is this done?

In fact a variety of techniques
were used to compress the dic-
tionary down t o  about 25,000
bytes — just over two bytes per
word. The words a re  grouped
and sub-grouped —  fi rst  in to

126 COMPUTER & VIDEO GAMES

words of equal length to avoid
having to mark the beginning of
words and secondly according to
the variety of endings which can
be appended to a root word, so
that root words are only stored
once.

Because t h e  wo rd s with in
their groups may be stored in
alphabetical order, words which
have common beginnings may be
further compressed.

By using bit-packing techni-
ques (fitting a  letter code into
less than the usual eight bits)
and Huffman Coding (a  da ta
compression technique wh ich
cuts down the number o f  bits
used on common letters, like "e"

L I .  E
L E l r

a
l  
A
,  
R
,  
L
,  
E
,

p
Ilk 1, 0, N,

at the expense of seldom-used
letters, like "z" ) i t  would have
been possible t o  reduce t h e
compression to almost one byte
per word, but at the expense of
significantly increasing the time
it takes to extract a work from
the dictionary.

The 12,000 words are carefully
chosen to give a good game and
had to be carefully checked for
eligibility by former world Scrab-
ble champion, Alan Richter on

machine chose and placed its words.
Then we asked Puzzler-in-chief, Trevor

Truran t o set a  Scrabble Competition.
Psion are putting up a first prize of a 48K
Spectrum and their Scrabble tape, while
J.W.Spear a r e  offer ing fi v e  D e  Lux e
Scrabble sets for the runners-up.

We want to find a top six Scrabblers to
take on the Psion game in a final. Closing
date for entries is  October 16th. Simply
play all four hands on the diagram oppo-
site onto the board shown and, after one
play each, a d d  the  individual scores
together.

behalf of Spears — the makers of
the original board game. The typ-
ing, sorting, arranging and verify-
ing the dictionary used by the
computer was a  major compo-
nent of the project.

Having a  lis t  o f  words, the
computer needs an algorithm for
choosing the best word  along
with the best position to  place
that word. Here, best means the
highest scoring combination with
adjustments for strategy to avoid
wasting blanks and the  le tter

The algorithm used by Psion
Scrabble was developed by Pe-
ter Turcan as part at his PhD at
Reading University.

This algorithm has the quality
that is exhaustive which means
that, given a word and a Scrab-
ble board, it is capable of syste-
matically and efficiently finding
every position o n  tha t  board
which that word can legitimately
be placed.

A human player normally tries
to make up words from the let-
ters in his rack and to connect
this somehow to the crossword
on the board.

The Psion Computer Scrabble
program works the other wa y
around and looks for the board
first, then t o  i t s  dictionary to
determine whether tha t  wo rd
could potentially be placed on
the board and only finally checks
to see if the required letters are
in the rack.

The computer simply ca lcu-
lates the score of every word in
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every legitimate position a n d
chooses the best.

Given that there are typically
50 different positions to place a
word and that there are 12,000
words to check, this is a huge
effort, which is out of the ques-
tion for humans, but quite possi-
ble for a microcomputer, particu-
larly if  the program is carefully
machine coded.

The program has a particular
advantage over its human oppo-
nent in that it has no difficulty in
finding complex placings where
additional wo rd s  a re  sco red
across the direction in which the
word is placed.

Most of the remaining effort
went into the computer graphics
for the board, the amazing danc-
ing tablets and the interface to
the user. The ability to set the
game up to play itself turned out
to be very useful for debugging
the program and, before its re-
lease, the game had successfully
run continuously for many days.

Psion had considered produc-
ing Computer Scrabble fo r the
16K ZX81, but had not pursued

_

11•
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t 16-

the idea because of the relatively
small memory of the Z.X81.

When approached b y  L itt le
Genius and Peter Turcan, we
were receptive to  the concept
and enthusiastic f o r  i t  L it t le
Genius had rights to  Computer
Scrabble and had produced a

,
1
0
1
1
1
1
1
1
•

floppy disc version fo r the 48K
Apple I I ,  where the dictionary
was held on disc and read as
necessary.

We f e l t  t h a t  w i t h  ca re fu l
machine code programming and
imaginative da ta  compression
techniques t h a t  w e  m i g h t

GO!
squeeze the program and the
dictionary into the 48K Spectrum.

In fact, we could have fitted a
20,000 w o r d  d ict iona ry b u t
favoured a  more modest data
compression scheme which had
the advantage o n  speed. The
Apple uses a  6502 processor
whereas the Spectrum uses a
180, which is  entirely different
and so the program had to  be
written from the basics in  Z80
machine code. It gives credit to
the Spectrum and to the skills of
the people of Psion, that a prog-
ram on a E125 machine, which is
superior to a  program on a
E1000+ disc-based machine.

The computer game does not
go all out to win. Had PSIOn
included more two letter words,
the program would p lay fo r a
tighter a n d  mo re  competitive
game.

But it was decided that playing
an -
o p
e n
"  
e
n j
o
y
a
b l
e  
g
a
m
e  
w
o
u
l
d

be preferable for us humans.
Now t ry our competition be-

low. Mark your envelope "Scrab-
ble
- 
a
n
d  
s
e
n
d  
i
t  
t
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o
u
r  
D
u
r
r
a
n
t

House address.

SCRABBLE COMPETITION
The picture shows the board during a game of Scrabble.
The four hands are to be played in the order North, East,
South, West, Each hand, or the part used, must form a
valid word and interlock with the words on the board
according to the normal rules of the game.

Each hand is scored in the standard way — including the
bonus 50 points in all 7 letters are used. When all four
hands have been played the four scores are added to give afinal total.

The six highest scorers we hear from will be invited to a
final to play against Psion's Scrabble. Psion has put up a
48K Spectrum and Scrabble tape as first prize and Spears
are offering five De Luxe Scrabble sets for the runners up.
In the event of a tie, first in will be chosen for the final.

Send the diagram, or a copy of it, with your words
marked in their positions and the number of points claimed
for each hand and the final total. Entries incorrectly scoredwill be eliminated.

A word, to be valid, must be a bold type entry in
Chambers Twentieth Century Dictionary, (revised edition).

Those words designated as foreign, or which require
hyphens or apostrophes or are proper names are not
permitted

•  (Scrabblee is the registered Nide mare el S p e a r  Lid., Enfield,
Middlesex.)
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The Lightening Oak Asganokstr. 15090
* Them are other asserriblerfieditOrS
available kw the ortic but none combine the
same features and ease of use that we have
otAiWied with this comprehensive utsibi
program for the OrtiC 48K The manual which
w o r n
-
p a r s
e s  
t h
e  
a s
s e
m b
l e
r  
g
a
z
e
s  
a  
b
n
e
f

insight into machine code and the use of
assemblers to enable anyone to write in
assembly language after just a little study

Specifications of the assembler cannot be
fitted into the small space available here and
50 they may be obtared from your local dealer
Or direct from Mr MKro
Slioudts comprekenswe imirructom booklet

Crazy Golf E I I S K O
AOK Spectrum

Crazy golf is a new program for the 48K
'3pectrum you are required to clear the course
avoiding and citumveritirkg the many Strange
obstacles finally putting your ball In the hole
The par for each hole is c l e pe l  and a novel
direction indicator combined with a force
indicator enable you to send the god ball in the
direction you feel Es the best one to clear the
course Crazy golf realty IS crazy but most of all
It Is fun and will be found to be very enjoyable
by all members of the family

ror use with trwstick and keybOard

66.90Deng°
Vic 20

An exciting program for the unexpended
Vic 20. which combines fast moving strategy
and reflex skies You must control Bengo toe
s um  r5kiroo against the dreadful snow yet -
hart band am half witted the Yen can smell a
good Eskimo lunch - the only protection
senget has Is to hur huge blocks of ice WO'S
the frozen waste at the Yeti

-  Don't get distracted - Or you'll be
personally responsible for the demise of an
Eskanol

rOf use with Joysbck

Dracula
48K ORIC

A superb adventure for the 46x ORK. Th5
adventure iS wrtt•en In the good old steel I t
Slily grapNos, no gratuitous drawings no
distractions from pure mental Images of
horrendous realism This evocative teld
adventure of the old genre will have Ono
owners shivering with anticipation and perhah
fear

Dare you load DRACULA Into your OW
48 ?it

By keyboard

(kit assembler
41•••••••k
••• . . . . . .  imp . . . •
e M b • 1 1 , i M o 1111bm .

••• d r  M.  • • •  NM O M  Mi•
Alm g o  f t .  Mb MIL111111 ,

• •
,
• E D

a n o m m o m m a m i t

Mr. Micro means programs you can trust Programs that are as exciting when you
load them as they look at your dealer. Programs that come proven and refined. Programs that bring
you the breathtaking excitement of arcade games with the special extra d i
m e n s i o n   o f  r e a l  
m e n t a l
challenges — all at the right price. Plus accessories and utilities which extend the value of your
computer. Ask for Mr. Micro by name at your local dealer. Or order your games direct, post-free, from:
Mr. Micro Ltd. 69 Partingtort Lane, Swinton, Manchester 1427 3AL Cheques should be made payable to
Mr. Micro Limited. Ring our 24 hour hot-line for payment by Access or Visa on: 061-728 2282.

16.90Amigo
Vk 20 OK or 164 expansion.

'ley Amigo you gotta , ur, fast all
tanditos they are a chasing you and they will a
gets you dat you dOnota escapa OM Niou MuSta
runa rOunda the blitgthe, when you rUn round ck"
corners oda de city the banditos they are
frightened to go there and you score de points
Pay you have rota gota gun but apystick can
be fun

ror use milltb Joystick

RAMOAPI
Vic 20

This aOfillalsory enables prograrris which
would nonellfily only wOrk with 3M exparrsKwi to
work with Star 161% expansion RAmDAm
woes haying to buy a 31% pack If you aiready
own an BM or 16M. With MAMDAM and a
Commodore 161% expansion all known tape
games will run on your Vic 20 •  inCludeS
Memory Test Program •  Free 6 5K game -
MiC1lOunDER5 tor use with ^sti cks

,
o
t
o

Digger 1 1 5 , 9 0
Vic 20 OK or 16K expansion

'four remote viewer shows the path ot the
professors devilish digging apparatus Using
yOUr computer linked remote  control yOu must
guide the digger beneath the earth to collect
the rare rtvcronite gems Unfortunately the
micronite P5 protected by the micicolts wino will
plague your machine in order as attempt to
stop its progress 'you may be able to loll the
rnicronits by skillfully rnafloeuveflflg Your
digger beneath a subterranean stalactite Much
will then tali killing any micronot in lb path This
is a novel i rementation of a popular arcade
game roc use with Joystick

16.9011190 Punchy
Spectrum 484

Punch has taken Judy for his evil purposes
and locked her away Judy has called upon me
forces of goodness to escape, so with the help
of our hero Bobby the polKeman and you the
purchaser of this fine program you must guide
brave Bobby across the stage to rescue poor
Judy Leap the gaps Jump over ine doss Leap
the alligator pit Dodge the tomatoes Mock the
crib Collect the sausages and Malty rescue
Judy By Kempstonepystich or keyboard

f  6.90HumphreyVic 20 sac
This new game for the 33C Model 3 or for

the VK 20 (811 or ism empansion ) and also for
( 3  Pi 64 involves some tricky decision taking,

Object of game is to make Humphrey land
On all the cubes thus changing their colour
Unfortunately Humphrey is being chased b
y abouncing ATOMIC COMB! 'tau will 500n learn
that this deceptively simple game has
tremendous addictive properties and quite a
high degree of tactical

nor use  with keyboard Or JoystKit

Dragon T a
m e rDragon 52

Allows Atari type and other digital joysticks
to be used with the Dragon - giving better
response and more control ror tile first time
your Dragon will be able to reflect your true
9 0 5  •  Achieve higher games scores • Less
r rustratiOn

Plus To ensure mammon value. Dragon
Tamer includes two original games for use with
digital Joysticks

r
q
j

f9.90Mysterious Island
Vic 20 16K

Escape from prison in a hot al ballOOn -
to land it on Mysterious istarKl. Oen the Vial
realty begins, •  Elcoby Trapped Melds • Killer
Bees • Hostile Natives •  Hidden Clues • Matt
rieicts •  Capture the riaublus • Pull Graphic
Display. 5eoerai Comes lead to booting
Climax • 5eparate Practice Program • incur
Blank Data Tape to store the game in play. late

All successful adventures can claim a
unique personalised award by sending Mr
miors their final position at the end of the game

By Joystick or keyboard

t3ohlrush
Vic 20 5•9i

This graphic adventure program was the
tint in the world to oiler real gold for the
successlui adventurer An idea which has been
much copied OKA never equalled. •  run
•  Educational • Chatienging, Clues • Punts
•  5earches • Fast Reaction Game nor use •
with keyboard



ZUCKMAN
ZX81 (16K)

*ALL MACHINE CODE
(10K)

*FOUR INDEPENDENT
GHOSTS

*HIGH-SCORE 'HALL
OF FAME

*AUTHENTIC ARCADE
ACTION

•TITLE/DISPLAY
MODE

ONLY E4.95 INC. P&P

 &
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FROGGY
ZX131 (16K)

*MOVING CARS,
LOGS, TURTLES

*ALLIGATORS,
DIVING TURTLES

*FOUR 'SCREENS' OF
ACTION

*ALL ARCADE
FEATURES

*ENTIRELY MACHINE
CODE

ONLY E4.95 INC. P&P
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DEPT CVG, 9 TWEED CLOSE, SWINDON, WILTS
SN2 3PU Tel: (0793) 724317 Trade enquiries welcome
Export Orders: Please add O M  per tape airmail

SPECTRUM VERSION OF
ARCADE GAME WI TH FULL
ARCADE FEATURES:—

•Fabulour Wile s Colour Graphics
•Authentic Sound Effects +  3  Tunas
•3-0 Loss, Swimming Et Caving Turtles
*3 Lanes of Multicoloured vehicles
*On-screen Score. Hi•Score. Time-bar
▪ Snake. Alligators and Batts Frog
••Icia 5 High-Scons inmate table
•Demonetration GOMIS routine

Your home sick frog must leap across a
busy main toed, than onto logs and turners
in the river to reach safety of the riser •
bank frog-hornes.

THIS MACHINECODE GAME MUST BE
SEEN TO BE SELEIVEDli

ONLY E5.95 INC.  P&P
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BEAT THE HELL OUT OF
MOONGUARD AND NOT
YOUR BBC KEYBOARD

DELTA 14B handsets have a 14 pushbutton keypad as well as
an analogue sprung return joystick.
The pushbuttons can be programmed to any layout that suits
yourself.
THE DELTA 14B and DELTA 148. I  can work  as a numeric
keypad, is compatible with most joystick software and can even
be programmed t o  t ransfer keyboard funct ions t o joyst ick
directions by running a short program before loading the main
program. A DELTA 148 handset on it s  own will run software
written for joysticks and a fi re button A  DELTA 1413 1 adaptor
box is required to make use of the pushbuttons, by joining the
analogue port and the user port together for the handset.
FREE!!! With every order sent to us at  DEPT C&VG we will
include a listing of a program to transfer the 7 lire buttons used
in the MOONGUARD game onto two vert ical colums of
keypad.
Made in England. Callers  welcome at  the lactory Monday t
Friday.
Cheques. postal orders or ACCESS No. to:

VOLTMACE LTD.,
DEPT C&VG, PARK DRIVE, BALDOCK, HERTS.

Tel. (0462) 894410
DELTA 14 HANDSET E12.95

DELTA 14B
-
I  
A D A P
T O R  
B O
X  
E 1
3 .
9 5

Alien, the new dimension in games software are looking for
bright new ideas preferably written in machine code, for
Spectrum Atari Dragon, BBC, Oric and Commodore 64,
If you have a cassette of a completed programme, contact us
at Alien now and convert your brainchild into a viable cash

earning reality.
The Abell,  Arrodate House, 53  Churth Sl-
Blackburn. LarMCS. BB1 SAF

Tel Blackburn M 2 5 4 )5 2 6 3 8

R O W  rn
E t  P
rWI  i t  1

I.

The New Dimension

T199/4A SOFTWARE

•

Two great new games for the unexpended TI99 4A.
CPILOT 5 . 9 5

Flight simulation game for one player. Graphics display of landing strip and
terrain map, plus updated instrument panel Options for take--oll, landing or
in-fl ight Fu ll instructions included

TI TREK £ 5 . 9 5
Defeat the Klingon invasion fleet Features  include 5 skill leveis. graphics
quadrant display, galaxy map, phasors, photon torpedoes, long range
scans, damage reports, shield control, impulse and warp dnve Full 13k 8
galaxy. Full instructions included.

cheque or P 0  o
,  
t e l e p h o n
e  
w i t h  
A c c
e s s  
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s a

APEX SOFTWARE
115 Crescent  Drive South,  Brighton,  8N2 6SB

Tel. Br ight on (0273) 36894
•

COMPUTER & VIDEO GAMES 1 2 9
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GALACTIC ATTAC K
SPACE M I SSI ON
LUNAR L ANDER
PLASMA BOLE
ST AR IRE K
RADAR L ANDINk,
ATTACKER
GALACTIC DOGE IGH I
ZION A l  TACK
IVASIVE ACTI ON
OX0
BOGGLES
PONTOON
SKI JUMP
HANGMAN
O l
t )  
B
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THIN ICE

MAZE I A T E I
OH BITTER
MOTORWAY
FORCE F I EL D
NIM
TUNNEL ESCAPE
BARHt  I  JUM P
CANNONBALL  BAT IL E
OVE T A K E
SIT TING TAR GET
SMASH THE WINDOWS
SPACE SHIP
JET F L I G H T
PHASE pi
IN
INF E FENO
GHOSTS

WE BUY GAMES CONTACT US NOW

130 COMPUTER & VIDEO GAMES

SUBMARINES
ROCKET L AUNCH
PI AN I  I S
BL ACK HOLE
DYNAMITE
DE) YOUR SUMS
DERBY DASH
SPACE SEARCH
IJNIVERSL
RATS
TANKER
PARACHUTE
JETMOBILE
HIGH RISE
THE FORCE
I "CHANGE

*1i a
l e A ; • 1 1  4 9  r  t r - ' 1 4 -2 k J A DM H O U S E

SVATNA/aNDADELLENSER,INPS 4 P A  I I

11 M O N M O U T HS O F T W A R E  ' N T
I
,  
t
w
t
o  
s
c  
c
H
c  
o
u
t
-  
e
o  
F
o
n  
t
o
9
5  
4
w
H
i
c
H  
o
c
w
o
c
s

PEEKS( sKtaS  ME s o  GAMES ON  A CASSETTE FOR  MY C O M P U T E R

NAME
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VISION STORESouth London's
Largest Software
Centre

For all your software requirements
Come to Vision StoreOOOOOO

W e stockover1 , 0 0 0 programsoncassette,
cartridge and disk for all these Micro's.

Atari. VIC-20. Commodore. BBC. Sinclair
Spectrum. ZX-81. Dragon. °RIC. Texas.

Epson. New Brain.

corOlookP 60-00-‘,,ttaCtlAcn
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Tel: 01_546 8974
Surrey.
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mommounionlon

New Super Store
JUST OPENED

96-98 North End,
Croydon, Surrey
Tel: 01-681 7530
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1000 I NC
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TOP SCORERS
Top scorer for the month is Bob
Wade from Orpington in Kent. His
score stands at 6671, way ahead
of his nearest rival.

The remainder of this months
hall of fame looks like this:

1st. Bob Wade with 6671. 2nd,
W. A. Mole from Sheffield (4748).
3rd, T. Dibden from London W6
13916). 4th, N. Woods from Old-
ham, Lancs 13900). 5th, W.  J .
Wood of Chorley, Lancs (3583).
6th, I. Grimley of London SW16,
711, G. T. Marshall from Redditch
13354). 8th, David Speight from
Blackpool, 133321. 9th, D. Cald-
well f ro m S t  Mart in ,  Suffolk
133251. 10th, A. Gardner, from Ux-
bridge (3275).

If you'd like to know how your
score fo r the month compares
with those of the heroes above
then read on

There were 688 players with a
negative profit this month, 2,812
of you scored between 0 and 99.
17 had 100-199 and 17 also had
200-299. 1 1  managed 300-399
while only 10 scored 400-499. 196
players managed a score of over
500

This adds up to a total of 3751
players wh ich  means th a t  i f
you'd like to  join in  the game
you'll have to act fast as there is
only room fo r 4000 players in
total. Remember that there's a
brand new Colecovision games
machine for the eventual winner
of the game, which has now
reached the halfway stage.

To find out your trading profit,
look at the black and white table.
Cargo profits are black on white

500 1000 333 1000 6 3Ascii
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*vase
Yeses

NO 5 .
,250 5 0 0 250 3 3  SO O 333
SOO 500 166 10 0 333 N O 200 250 333

1
0
0
0

, 1000

250 5 0 0 1000 I n E M E I M E E M I i i . . . M 1  250
1000
10013 111

5
,
0
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500 1000 N O
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1000

1000 166 I ' 1000 100
500 3 3 3

500 500 Do

250

500 1 2 5  5 0 0  1 8 6
1000 250 1000

250

and plunder profits are white on
black. The name o f  the  sta r
which you travel from is printed
in full, and the name of the star to
which you move is  printed in
Iwo-letter form.

All moves for turn four must be
with us by Friday September 23rd
and must be on the form from
this page.

If you're having problems with
your moves o r you're not sure
about the positions of your fleets
then you can 'phone the special
Seventh Emp ire  n u mb e r a s
printed in the rule book. Howev-
er, as our computer is used tor
other th ings besides Seventh
Empire, we ' l l on ly b e  able t o
answer yo u r ca lls o n  Friday
afternoons,

We keep a list of those orders
which failed to arrive in time, so

ANOTHER CHANCE TO ENTER
If the e ve fi t h  Empire  appea•s i i ., u t ,  s t
,
i i t i a , e  a  
b a t c h  o f  
r u l e b o o k s  
r e a d y  
t o  
s e n d

out N o  guarantees I 'm  afraid bu t  we 'll put  you  reedy should env o f  the 25900 fleets
curtentty on  the map. d rop  out  Se n d  in  the toirin be low

E M M  • • •  •  •

I Please include me in the Seventh
I Empire Competition.
I I  name my tribe:

My name is..
Address

Telephone
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Compare new star to the star you left
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MOVE Does d  belong to  a  f riend ly e m p ire '
Is it 1 square away, either vertically,
horizontally or diagonally'

19ADE Does it belong to a friendly empire
,Is it I  square away, either vertically,
horizontally or diagonally'
Is it  a  d if fe rent  sta r t yp e
,

RAID I s  it 1 square avvay, vertically or
horizontally but not diagonally?

Does it belong to an ellen empire'

RETURN Is the fleet Returning to a star belonging
to the same empire as it left on the first
movement phase'

Is it  1 squa re  away. ve rt ica lly o r
horuontally but not diagonally?

ATTACK, D o e s  it belong to an enemy empire'

is it 1 square away. vertically or
horizontally but not diagonally'

STAY Is fleet slaying at present star"

CARGO. D o e s  fleet start game turn at a Gateway
JUMP AND Star/
PLUNDER

Does it move to a Gateway Star
,

Is it a different Gateway Star'

Is 0  the  We l movemenl
phase/

Is it tollowed by a Return
Order'

Is it  the m o o d  movement
phase'

Does it follow a Raid
order'

II i t s  lu st  movement
phase. is d  lo llowied b y •
Stay order"

I l l s  second movement
phase, d id  neet move in

, its  Own empire on first
movement phase '

Was your last order
anything bu i a  Raid o rd e r '

Has it only one order over
both movement phases'

Is the  other movement
phase crossed Out/

f riendly E m p i r e  wh ich  a  h e e ls Current empire is  no t  a t  wa r w it h
Enemy -  Empire which a fleet's current empire is  at war with
Same S a m e  empire as the one you've left
Alien A  star belonging to an empire other than the one you left
Tne Checklist Chart is one way o f  ensuring that you  have not entered an illega l order
which may resu lt  in  one o f  you r fleets becoming 4051 in  space

Whatever movement orders you have g iven each o f  your seven fleets. they should
be checked against th is ch a rt  An d  if  yo u  can answer "Ye s t o  each 01 the questions
,,et ou t  there, then the  move  .a  a va lid  one

If yo u  Come u p  With  a  "N o '  t h e n  the  order is  illega l in  that  contest  I n  order t o
prompt "Ye s
-  
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if you think that you may have
missed the date then give us a
call and we'll let you know.
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TRADING CONTEST
Oops, we've done it  again! The
bugs have managed to get back
into the seventh empire. Well it
was my fault actually, sorry. I
said that the highest trade index
for last month was at Govax with
a score of 316. Actually the win
ner was at Xokeg with  a  total
trade index fo r turn 2  o f  330.
Prizes are on their way to the
people who wrote in to tell us.

This month's winner o f  the
trading competition is — definite-
ly— at Apel with a massive total
of a  thousand. Th is fact  wa s
correctly predicted by Mr. J. Pot-
ter, controller of Malik's Frees
pacers Galactic Trading Corn•
pany, from Sunbury in Middlesex.BATTLE
REPORTS
There were 24 battles fought this
month but none were successful.
Yet again the closest fought bat-
tle was a t  apel, although the
attacking fleets were heavily Out
numbered.

The on ly  non-zero batt le
bonuses this month were –1 at
apel and vvagap and –2 at quxin

The diplomatic diagram f o r
this turn is  printed here. Two
stars joined by a black line are at
war with  each other, n o  line
indicates peace. The raid penalty
for this month is again 1.

The positions for the imperial
ships are Barov, Dusup, Xugod,
Yuses, Asol and Jinis. The new
controllers of imperial ships are.
DTaans — player 3201• Sun - -
2754. Pirate — 511. Bloodline —
MO. Dead — 2300. Amethyst –
1817 and Water — 1895.

i
t
.
1
0

The Diplomatic Diagram

The Galact ic Map

E
Name:

Code No:

1111
11

I wish to move the

• 1
,
•

Orders in  Block Caps please

Telephone No:

Empire's Imperial Ship from   t o

Please notify  us separately of any change of address.

1
1
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Take a giant step closer to reality with
New Generation Software. The 31)
Graphics of New Generation programs
bring the screen alive and makes other
gams look as flat as snakes and ladders.

Spectrum owners will find that seeing
is believing when they open the door on
THE 0  MRIDORS OF GENON', the latest
Creation from New Generation. You will
be saving the Universe from the evil that
now controls all things. But beware — the
sound of fixitsteps approaching could be
Bogul!
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Knot in f o r  •18IS Spectrum
*Me most outs tanding thing y ou ' ll see for
a  I wig t ime'  Popular c omput ing  Weekly
3D Tunnel for 161('-04K spectrum

masterpiece id p mg ra mmin g '  Computer
a n a  Via t 'n ( a lln e S

Hurtle into a void leaving a trail for
your unseen pursuers in 'KNOT IN 3D'.
Weave your way through up to five trails
but be careful, you could get knotted! Or
travel through the depths of a moving
tunnel full of hats, rats, spiders and toads in
'31) Tt NNW, with a special surprise in the
48 K version.

Stamina is the vital ingredient of
'ESCAPE'. as you'll be venturing into the
maze pursued by walking and flying
dinosaurs.

13(81 owners must be prepared for the

Escape for 16K Spectnint
15.95 ' O n e  id
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u r  hat s e e n
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•D Monster M e  for I6K Z.X.81
1,5,95 -
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P o p u la r  Comput ing Ill'eek ly
3D Defender kir I6K 7,X81
'Another AD Wit mer'  Sinc lair I ,
s e r
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Mail ortk r by rettini

shock of coming face to face with the
T. Rex that leaps out from '3D MONSTER
MAZE'. '3D DEFENDER' takes you out of this
world and plunges you into space in a fast
moving game to defend your home planet
against alien spacecraft in a blitz of
explosions, plasma blasts and photon
beams.

All these exciting 3D games have been
designed by Malcolm Evans. the 3D
expert. They'll have you leaping out of
your seat because you don't itist play New
Generation games, you live them.

Available from
W II Smith. Boots.
M e n z ie s .  S p e ct r u m
Ili rump and all leading
computer qiires

Tel itz2s k 1692 i



6 NEW GAMES FOR YOUR
c o m m o d o r e  d i

Mr
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Moss, , A •

,,,,
, ,  •  •  •  •  • •   -

Ouarititv Item Total
-

'tern Total

Scramble 64 f  7,00 0alaylions V i c  20 f  5.00

Star Trek  64 E7•00 F sow.)  V i c  20 (6.00

Froggel 64 e 7.00 Crazy aoeg V i c  20 EE•00
Pan•c 64 E7.00 r•ori, V K  20 ( 4 0 0

Crazy Kong 64 ,E 1 .0 0
(TOO

Alien Attack V i c  20 (6.00

Spotemon 84 V.c Rescue V i c  20 E 5.00
F•sillet Paoli A t a r i E7,00 ?cony Slot V i c  29 E4.50.
Worclhangec Ata r i E5.00

Tritroders B B C t5.00
Jupiter Del ender E6.00 N i p

Total

Send Cheque

Postage
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Green. Tedley Han'
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FARTICIFATION — that is the name of OUR game. All our software contains a unique score verification
mechanism allowing us to add a new dimension to computer games. Every July and January we will be
publishing a ranking list of the top 1000 scorers in each game with the overall top 100 'grand masters' each

Your h i n g  for somhing
et t h a t

receiving certificates of merit bearing their position.

night, causeyou tom*
September is the last month to qualify for the Black Hole championship. However this ga , from October theair out sendeallyou madwith its

sender of the highest valid score each month will win software of their own choice to the value of E50.
if you are look

keep you up ail me r y  shoufrirrt miss
trickery then you

e ; p c s .  SO T h e  mystery of "THE/DV/MA/11D" won't
take you a few days to so/ve, it wiil

bablY take m o n t h s ,—
7
1
•
1
4
1
1
1
1
1
M
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t

Totally original game plan. Addictive,
challenging and offering a complete
visual experience with its animated
graphics and violent explosive effects.
Compatible with ALL leading Joysticks_

SOFTWARE BY GUEST

sovrioitAne BY FANTASY

FANTASY SOFTWARE
is available from WH.Smiths, E M I T
John Menzies and *
Computers For All •  •  a  t a m e  t o  r e
fl T l b All games are obtainable at E5.5?) e (

t o
)  m

itANTASY SOFTWARE, FAUCONBERG LODGE, 27A s
-
r G E O R G E W ?  ,  
C H E L T

despatched by return first class post together with a membership rib
on our forthcoming blockbusting software.

Trade Enquiries welcome — telephone 0242-5
11
41

GL11403D1



DEALING WITH DOUBLETS

. _

• A •

A O •
G • 1
G •
H C D E F J

K K

While Black is able to  exert pressure
early on ,  Wh i t e  u lt ima te ly  h a s th e
advantage. A  sweep ing  statement to
make? Just read on.

White's advantage comes f ro m the
last empty squares being broken down
into pairs. When  Black plays into one
square o f  a  pair, Wh ite  p lays into the
other. White then usually captures more
permanent pieces- Black is the one in
this "pair" trouble because the board is
inherently even-numbered, and Black
starts. These pairs are called doublets.

Doublets exist throughout the game,
even in  the  open ing  a s sta ted in  a
previous article. Obviously the position
of the pieces on the board may make a
nonsense of doublets. But nine times out
of 10, comple t ing a  doublet provides
you with the best move. Most computer
programs fail to exploit this simple con-
cept.

The common in trinsic doublets a re
shown in  d ia g ra m 1 . Ob vio u sly the
points shown apply to any symmetrical
points as well.

AA a t  c5  and  d6  a re  the  opening
doublet, wh ich  a ll the best openings
repeatedly use. I t  u su a lly  in vo lve s
minimal p iece capture wh ich  is good,
while cutting to  a  min imum the oppo-
nent's sensible replies. Note  also that
White cannot complete the doublet in
the first move at 1 in diagram 1, which is
the reason for Black's opening power.

Points C  and  D  a t  c2  and  d 2  a re
another doublet, used throughout the
middle game. The most common is for
C to inspire the D response. The next
move might be to play at E at e2 or F at
12, wh ich  could fo rm another doublet,
although E could be played in  such a

a
Fig 2.

way as to make the F rep ly poor. For
example, a ll the pieces might then be
one colour, which would be terrible.

The side  doublet GG at a3 and a4
leads to very complex decisions. After-
wards both Black and White axe temp-
ted to temporarily capture the side, by

EMPTY SQUARES
either playing at H at a2 or I at a5. Both
are often poor in the long-term.

Fina lly yo u  re a ch  th e  end-game,
where you often come across four emp-
ty squares in  the corner.

If you  have t o  g ive  such a  co rne r
away, then it is often best to play diago-
nally — by the first doublet Jj at g2.

Your o p p o n e n t 's  b e s t  r e p l y  i s
invariab ly t o  accep t  th e  doub le t  —

BY ALLAN SCARIf
8
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1
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Fig 1.
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in other words take the corner.
The re ma in in g  squares then f o rm

another doub le t  KK, wh ich  crea tes
another rule — if one square is left in a
comer, play in it.

Diag 2  shows some special middle-
game doublets created by pieces on the
board. On ly when Black p lays in  the
doublet LL, can White then play in the
other L.

So Black would leave the doublet as a
reserve, useful for cutting the diagonals
from corner to comer for instance -
vital in  some end-games.

In the MM doublet both could p lay
first, but if  White plays first, Black can
put a  piece in  the midd le  o f  the side,
which is good,

If Black plays 1VfM first, a spare move
may b e  created fo r Wh ite .  due  to  a
Black piece at c2 or f2. So both colours
would avoid the MM doublet.

The N N  d o u b le t  wo u ld  b e  ca ta -
strophic fo r White  to  play in  first, be-
cause the Black rep lay wou ld  enable
the a l comer to be captured. Similarly
Black would avoid the 0 0  doublet.

Diagram 3 is not a doublet, as White
has lost the corner Z at a l.  as soon as
Black plays X at cl.  White Y at e l would
not help at any time.

There a re  d rawbacks to  p laying a
pure doublet game, in that your oppo-
nent may find a sequence that leads you
into doublet trouble o r worse, so  that
blind doublet following may not always
be best.

But at least it would be a simple start
for a  computer, to  improve  on those
around today! Thus the real skill is in
knowing when not to play the doublet
game.

Fig 3.



FRUSTRATED ON
THE THRONE!
My mam criteria for an enjoyable game
are that it must have an interesting plot,
and be "user friendly".

Mad Martha has been sitting on my
software shelf for some weeks, waiting
to take its place in  the memory o f my
Spectrum. I ts theme in trigued me  —
taking the role of a henpecked husband
who dares not put a  foot wrong, bu t
secretly plots to get ho ld o f  his wife 's
money to have a good night out on the
town, seemed a safe and satisying re -
venge fantasy.

Loading the game p roved  troub le-
some — I  kept getting 110 errors. The
cassette label didn't indicate how many
copies it contained, so I  listened to the
lilting melody of the data signals until I
reached a spot where I thought another
copy might start. I  was lucky. it loaded,
and at last I  was into the game.

It began in a bedroom complete with
bed and potty, these being d rawn on
the screen. Examin ing  the  po t ty re -
vealed a key just below the rim. Risking
whatever else might be in  the potty, I
thrust in  my  hand and took the key.
Further examination o f  the po t ty re -
vealed the re  wa s a  ke y  inside , just
below the rim. Examination of the bed
revealed there was a  ke y inside, just
below the r im. ,

I t ried  do ing useful things with  the
potty, b u t  wa s not rewarded .  I  t rie d
opening the window without success. I
opened the door, and found myself in a
corridor, f rom where I  entered a bath-
room, complete with "throne" and toilet
roll. Ne ither o f  these objects reacted
when I  t ried  to use them, no r could I
have a  bath. I  concluded that I  wa s
extremely clean and must be in need of
a laxative.

By now I was severely frustrated with
all these pictorial details to hand and no
way to use them, as they went unrecog-
nised by the program. I was also getting
impatient with  the 6-second response
time.

Inadvertently en te ring  the  baby's
room, I  wo ke  the lit t le  brat, and e x-
pected Mad Martha to attack. She cer-
tainly did! She killed me on two or three
occasions, and each time the program

132 COMPUTER & VIDEO GAMES

cleared from memory. it  du i me same
each time I typed "quit". Reloading was
tiresome, especially with my duff copy.

I thus fo rmed the opinion that Ma d
Martha was positively "user hostile". A
pity, since the original idea held prom-
ise but was wasted by irksome features
of th e  p ro g ra m and  insuffi cient de -
velopment of the plot.

I left my 13-year-old daughter Veroni-
ca playing it, and for a while afterwards
heard groans eve ry t ime  she had  to
reload. "Wouldn't it be awful", she said,
"if you had saved up your pocket money
and found you had bought a game like
this?"

Before long, she was playing some-
thing else, Ma d  Martha unsolved and
back on the software shelf — probably
the best place for it!

THE GOBLINS
RULE O K ?
Hobbit seems to trouble players at
every point, and the questions asked by
readers are so diverse that it will take
some time to cover them ail

Thanks to  Adrian Harper from
Yeadon, who has explained much of
the game. The main sticking point is
getting out of the Goblin's dungeon.
The best information I  have so far
appears in the tips section: the best
score I  have yet heard of is 67.5
percent by Steve Blay of Gayton in
Norfolk. Has anyone got right through
it?

Espionage Island has been fully ex-
plained by S. Dail and others. This,
and Planet of Death have been the
subject of many letters. Espionage Is-
land gets more difficult as the game
progresses.

FUN NO MYSTERY ANY MORE
Stuart Field from Forest Hill was the
first to write with a complete solution
to Mystery Fun House. sealed lest I
should want to persevere before read-ing it.

Surely if we all persevere. I wrote in
July. each of us can overcome our
problems? Remember Alistair Miller
who was irrovocably stuck at that time?
He look my words to heart, and with a
friend battled on up in Richmond.

He managed to get the secret plans
after all, and wrote to tell me how —
some tips open, Others a sealed en-
v e l o
pe ! 
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goes to show — two heads are better
than one! So you can all do it now -  orcan you?

Urged on by the knowledge that the
game had been solved by mortals, I
used Alistair's "clear" tips, and gained
access to the sewer, finding another
Obstacle which I soon overcame. Then
things got lough again and I got shot!

My cassette player being at Tandy's
for its annual key-latch fix, I  couldn't
save the game. Typing my way back a
dozen limes didn't appeal. so I opened f
both sets of sealed instructions.

Wow!!! You'd never believe how ob-
vious the answer is" So obvious, i t
could have taken me months to guess
— if ever J did! All I'm going to give
away for now is to say: Read the upside
down clue, and note that Alistair was
wrong to be disappointed in the hint
sheet which said -
D o n ' t  
f o r g e r  
t h e

fortune-telling machine".
Allan Palmer from Basingstoke takes

up the point about hint sheets. They are
meant to push you in the right direc-
tion. not to give the answers he  saysa dd
pnr  
t h
a t

e has always found them
useful, Agreed, Allan. Alter the revela-
tions of Fun House I would say they are
a good aid to lateral thinking!

The recent postbag held many fellers
on Fun House, and I stand corrected on
one point. I must disappoint Adventure.
hungry Vic Owners who I led to believe
could obtain this game for their micros.

A number of Scott's games are avail-
able for the Vic — but I was wrong in
assuming they all are. No roast dragon
sandwiches in MY lunch box tomorrow

I will do my best to find out about
uture releases for the Vic. and reportack!



M Y  ADVENTURES UNDER A PILE OF LETTERS
I am buried under a pile. I  can see:
Letters. Obvious exits: None.
Tell me what to do? GO UP.
OK. I can see letters.
Tell me what to do? TAKE LETTERS,
You are carrying too much. Try TAKE
INVENTORY.
Tell me what to do? TAKE INVENTORY.
You are carrying the following: Letters.
Tell me what to do? HELP.
A voice booms out
"Try words l ike THROW. TEAR.
SHRED. LIGHT and any others you can
think of
Only joking! Your response to "Help-
line" has been terrific. I have letters of
all shapes and sizes, with hints and
tips and complete solutions: pleas and
questions on games I have reviewed,

LOST UP A
LADDER
When Scott Adams translated Adven•
tureland from Basic into machine code,
he set a standard, started a series, and
popularised Adventure games for mic-
ros. He wrote for the TRS-80, and all his
Adventures have since been converted
for a variety of other micros.

Brian Howarth's Mysterious Adven-
ture series, available for a  number of
machines, also started life on a TRS-80.

Many different micros have appeared
on the scene since, and in their wake, a
new generation of Adventure games
written for them. Fe w have had the
same magical appeal, and even less
have b e e n  c onv e rte d.

The TRS-80. although lacking hi-res
graphics, has some very powerful fea-
tures. I t is a  pity that these days it is
becoming a  little neglected.

So I was highly delighted to see that

ADVENTURE
HELPLINE
Can YOU: Escape the deserted waste-
lands in Knight's Guest. and help W.
Redman al Barking?

Or cross the chasm in Wizard and the
Princess. and restore confidence in
logic to Mr. and Mrs. Millar in Sal-
lords. Surrey?

Or help a troubled Uric Adventurer
with Zodiac? W. J. Bailey will visit his
GP in Hatfield soon if we can't help
between us. His wire cutters won't cut
wire. a prisoner keeps glaring at him,
and worst of all, the bank vault won't
open.

Perhaps you can make light for The
Clipshams of East Horsley, who des-
perately need to illuminate an under-
ground passage in Sands of Egypt?

Or help Johnston Barlow from Aber-
deen reach the Black Market in Raiders
of the Lost Ark on his Atari?

played. or never heard of. They come
from Scotland. Clwyd, Yorkshire. Sus-
sex. Norfolk, Merseyside. BFPO South
Atlantic. the Midlands and many other
places. and are about Hobbits and
Dragons. Pirates and Dia-Ice-Hounds,
Asyla. Deathmazes, Pyramids and Fun
Houses. Especially Fun Houses!!

I delight in reading every one of
them. and thank you all for your en-
couragement and help.

There's no way I can give each ot
you a mention a  list of names filling
a whole page makes incredibly mono-
tonous reading! So forgive me it yours
is one of the letters I miss out.

All of them will be tiled, then cross
referenced and entred an to a disc tile.
so that, hopefully. tips can be matched

some promising new TRS-80 Adven-
tures have recently been published. On
the recommendation of Dave Gould, an
enthusiast from Hythe in Kent, I tried my
hand at Temple of Bast.

Temple of Bast is written by Malcolm
McMahon, who has a nund every bit as
devious as Scott Adams! The aim is to
get hold of a gold ingot in ancient Egypt
- s o  I'm told. Unfortunately, I am still m
a musty old house in London, and I can't
even get out on to the street!

Being a Power Engineer, sorting out
the house wiring caused me no prob-
lems. With supply on down in the work-
shed. I happily started to saw up every-
thing in sight! My band saw made a real
mess of a spaghetti tin, and soon I had a
collection of very diverse items. I  felt I
was supposed to make something with
them. Trouble was — I couldn't for the
life of me guess what!

Things then ground to a complete halt
— I 'd have given my back teeth to a
gorilla to discover something new! So in
came the family, muttering: "call himself
the Adventure expert?" and duly solved
the immediate problem! I'd been over-
doing it with the saw, and things were
now literally looking up!

I must discover how to be less clum-
sy. As  a  gardener. my forte is cutting

of

to the questions you want answered.
Be assured of one thing. Adventurers

out there desperate for help — you are
not alone! Someone somewhere is
struggling just as hard as you, and
without doubt someone else has the
very answer you crave and will be glad
to help you! Such is the spirit of Com-
puter & Video Games Adventurers — a
great crowd!!

So if YOU are desperate. or can help
out where needed —  drop a line to
Keith Campbell's Adventure Helptine.
Computer & Video Games, Durrant
House, 8  Herbal Hill, London EC1R
5JB.

Oh, and one thing more — please
mention the micro to which you are
referring.

grass. I  should have studied the care of
roses. I  suppose, because obviously I
don't know the right Jargon

Temple of Bast is a good Adventure
even before the action moves to its main
setting, a nd i t has a  great sense of
humour. I  can't wait to reach Egypt!

The difficulty in reviewing a game as
good as this is that I  want to share with
you the tunnies and the excitement, but
have to restrain myself to avoid spoiling
your game!

Let's hope we  will see more from
Malcolm McMahon in the near future.
Meanwhile, Temple of Bast is available
from Molirnerx Ltd. It runs in on TRS-80
and Video Genie in 16k on cassette for
£10.06, and in 32k on disk for E.13.51.
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Psion is the source for the best
software programs you'll ever see on a
Sinclair Spectrum.

Our range runs rings round other
software. In short, it's faster, livelier and
more colourful.

Why?
Ideas. At Psion, they're bigger and

more ambitious.
We combined a 12,000-word

dictionary with complex logic -  and the
result is spectacular: our Computer
SCRABBLE'
. 
p r o g r
a m .  
T h
e n  
t h e
r e '
s  
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h
e

'Horace series

It's all down to programming skill.
Flight Simulation - a 'real-time' program
-  is a special breakthrough in this field.
Few other programs make such full use
of your Spectrum's capabilities.

In all, there arel2 challenging
titles, published exclusively under the
Sinclair label. (Not counting the free
'Horizons' cassette that introduced you
to your computer.)

Psion programs for the Spectrum:

•  Flight Simulation
(48K)

•  Chess (48K)
•  Space Raiders
•  Planetoids
•  VU-CALC
•  VU• FILE
•  VU-3D (48K)

•  Hungry Horace
•  Horace and The

Spiders
• Horace goes

Skiing
• Backgammon
•  Computer
SCRABBLE (48K)

• Horace' wanes peoduced fl  Caeluttclmn kWh 1 6 1
a R m s t
,
n
4  " m a *

SCRABBLE trademark  and cointmlibt hcetw• ti I
,
v  S c t e b b k
Schutz 'manta Land Handles Gmbas -  •  J W  S pew and Sans
PLC stahs,thara

Unbelievable? A recent W H Smith
chart of best-selling Spectrum programs
speaks for itself. No less than 7 of the top
12 cassettes are by Psion. And there's
more to come. Watch out for  our very
latest program. 'Chequered Flag.'

In fact, if you're choosing software
for your Spectrum, there's just one way
to find the best...

Look for the Psion symbol on the
cover of the cassettes.

PSION



SPECIAL OFFER
PACKAGES
1. c o m m o d o r e  6 4

- cassette deck - dust covers
O JAI.  Wo u ld  CO IL  1 ,2 7 8 .e
-
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£ 2 5 5 .0 0
2 .  s  Pc o m m o d o r e  6 4

cassette deck -  In t roduct ion  to  Ba skr a r t  I (m a n u l
a

and 2  cassettes to  take you  t h ro t e r the first steps an
corriputing) •  COM Data Base in fo rm a t io n  Stora9e

, i te m s  would c os t t i t  3.00

£283 . 00
3. c o m m o d o r e  6 4

• VK 1541 disk drive -  Box  Of 10 diskettes
2 dus t  COvers.

- r ,01  separa te ly  these  ile itis  arm I I  !  1 4 4 0 . Ai, £435 . 00
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luu p r i n te r / P l o tte r  ( 4 - Colour l . . . . . . . . . . .  0 6 9 . 4 9  d
.LM OM  PRICY -  D isk  D r iv e  l i tC  1544with c a ble  4 2 2 9 .0 0  d

- , r  I t  1525  w i th  ta b l e  . . . . . . . . . . . . . .  4 2 1 2 . /5  d

*Programmers Reference Guide.   A  9 _ 1 5  t s

• , r ipt I l i tir d processing package)   £  6 . 0 0  h
.•ita Base -  O r  Cassette  ( s ta tewhich r e g u i r e d l -  I  1 4 .5 0  t .

Dim M a il Labe ls  ( P r i n t la be ls  t o  Tourspac if  *cat moil I  9 .5 4

1.,Italo9ne ( Dedicated fi l i n g  system)    4 . 6 . 5 0  t i
O ftfIgg  ( User  or r e nta te d fi l i n g  system'   I  1 / . 5 0  t ,
Journal l a  l ine ir s 4 1  d ia r y  w i th  permanent(164)1111•.  4  1 4 .5 0

A M icrochips ( Designed t o  te a c ht1)r13 re a r o ld s basics)I  12.96

tr e t L e e r    1 1 1 3 . 6 5  1 .
Ledger . . . . . . . . . . . . . . . . . . . . . . . . . .  1113.115 I ,

.rasy StiX.K . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  6113.135 n
attack ( I f th e  110S4M Camels
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i/ristuk . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . 6 _ 9 0  t ,
lottoduc tion tD  basics P a r t I  ( s e e  abovel t  1 4
.
9 5
Many othe r  t i t l e s  i n  s toc k , f r e e  l i s t  w i th  fi r s t
a r l iv e r  .  o r  solid f o r  f u l l  l i s t .

Prices correct at time s r 3  to press

A
Chromasonic

special.
On every E5worth of

Software' you buy from
us, over the counter or by
mail, well give you a 50p
ADC So, with a E20 purchase, you get
four ADCs and so on.

The same applies to Hardware, but
here, we give you a 50p ADC on every
purchase of E10, or multiples of El()
And that goes for everything in this
advertisement, *except the BBC range
And virtually everything else that we
sell

• c2P4 c a s s e tte  recorder  '
,
i r r a d i a t i o n  
t o

fl asuk P a r t I  ( M anual a nd ? casse ttes  t o  ta k e  you
through th e  fi r s t  s te ps  i n  commuting)  •  I  c a s s e tte  w i th
four  games r  Only  fr om  Chromasonit. M U  DUST COV414
normally s o ld  fo r  4 2 .9 5 . I f OUR p S o c o d e

purchased s e pa r a te ly  the s e  P
l I t t  £ 1 4  
9 . 9 9

items would c os t 4 2 4 9 .9 9 '
Y1C 1525 P r in te r  w i th  cable
fa '  1 5 4 f D is k  D r iv e  W M  c a ble

164 RAM pack

?ea RAM pack
Joystick
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Oust cover  fo r  V IC 70/V1C 6 2 5
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Super lapander  ( H igh r e s olution C a r tr idge
with 34.1th4)  4  3 1 ,0 0  1

Programmer, A id c a r tr i a l e  'Adds . e r e  tha n
211 connands A  7R.00 L

Machine fode  M onitor  ( Gives  you 6507
assembly Ia n a g e .  4  2 8 .0 0  t
,ClN c a s wiLe  u n i t w i th  c a ble i  39.16

'Argon Chess 6  l e e r ' s  o f p la y )

tRescue 'm g" men and the n r e tur n t o  base; : : : : : :  I : Chonliffee
fIC Programmer's Reference Guide   4  9 . 9 9  n
many othe r  t i t l e s  l o  s tock  f r e e  l i s t  w i th  fi r s t
? l iv e r y .  O r  send 5 . 1 . 1 .  f o r  f u l l  l i s t .  s ta te
o u th  system r e quir e d.
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48 Junction Road, Archway, London N19 5RD
TEL: 01-263 9493 or 5 I
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DISCOUNT
• COUPONS

Our Guarantee
1 full year for labour and parts on all Hardware

I Sendt o  Chrorhasonic PersonalCoraputers
Please send me the fo llowins dents

DRAGON 32
Et ee
Basic Trainmtg
M; a i
uI i l  
s u
p p
l i
e d

•

pERsorfiL compuTERs1
, p & p  c ode d  0 0 ,  -  EV.50, b r e l d  a = D a i l  P "Id more lban coe item ordered. add onf.

, r Y  T o t a l  
I

D&D amOUnt -  the  highest

I enclose my Cheque.
, P  0  f o r  
EPlease debit my Access/Barclaycard no

On special promotion package
deals, which include Hardware, the
Hardware ADC offer applies'. Collect
your AD( 's and use them as payment
or part-payment for any purchase you
make from us at any time uptoo
months from date of purchase. Sorry,
we can't exchange your ADC's for cash

LO O UrS  •  4 . 4 0 0 1 . 1 1
IS  S t4 1 0 4 0 4 p 4 1 1 0 4 1 1 re  t o  6 4 4  •
tetended e lie rosoft colourbas iC  IS  S la w
lypewr iter  keyboard •  6801f CPU •  A d a *
,sound fe a tur e  •  3 2  columns .  l i n e s  •C175.0

05e1 Losha GP100A mut neC . . . . .  y Labia . . . .  1732.10
P r inte r  A  Cable

P air or doy s tic k s  . . . . . . . . . 9  1 4 .9 5
Dust cover  fo r  Dragon 12/GP100A . . . . . . . . . . 1  7 _ 9 5

'Angle Disk  D r iv e  w i th  c om tr olle r  . . . . . . . .  4215 .00
Ingle Disc D r iv e  without c ontr o l le r  . . . . .  4225 .00

m di tiona l  S ingle  D r iv e  . . . . . . . . . . . . . . . . . 1 2 0 0 .1 1 1  d
I l e  k i n g
Hare th e  damsel i n  dis tr e s s  fr om  thegorilla) S 7.46 i

2.9sra t e rp illa r At tack
iS top the  k a te r p i l l e t  reaching th e  bottom)  I

ing Android A tta c k
ttn i s  <lame speaks fo r  i t s e l f )  . . . . . . . . . . . .  7 . 4 5

I W O  processor th a t  giveS  S I c o l t ,  1  24lines)  4  4 4 ,
9 5

le le wr ite r

OM ( A  power ful easy t o  use a a t a w e l  a  14.5C

ibefend your  moom Dose from enemy la s e r s ) .  I
Rarer b a l l

'Run • tound 4  M a e  e a ting  blochs a s  ne s tle s
%retinae

chASO S O U) . . . . . . . . . . . . . . . . . . . . . . . . . . . . . . .  I
Many (surer t i t l e s  i n  s toc k . F r e e  l i s t  w i th  i i r s t
de live r  O r  vend 5 . 0 , 4 .  fo r  f u l l  l i s t

OffiCial DRAGON sales and service agents
for the whole Greater London Area
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VIOLENT UNIVERSE

There's no getting away from 3D this issue! We
turned our review team loose on a range of pers-
pective games for the Spectrum. There's the in-
teresting Terror Daktil's from the  people who
brought you The Hobbit, on page 146 plus Knot in
30, 3D Painter and 3D Tunnel all on pages 146/147.
If you think we've gone a bit overboard on extra
dimensional games never fear, we've also included

3D PAINTER

v r ;  I N T

•  • 1 0 • 1 1 1 " 1 “
,  M d M ,

r - :
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KNOT IN 3D

CAR WARS

HOVER BOVVER

reviews of a Frogger style game for the BBC called
Hopper, on page 145, and there's always our game
of the month — Hover Bovver, a gardening game
that's a cut above the rest Y o u ' l l  find It on page
148. We also look at one of CIWG's Hall of Fame
games, namely Violent Universe, a  space shoot-
out with a  difference. That's on page 145. More
than enough to be going on with we think!

COMPUTER & VIDEO GAMES 1 4 3



It may repel
•  extraterrestrials,but can it
switch on the lightin the loo?

P r N I n
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r I   I

. - • • • • • • • • •

If you're getting bored playing
games and running simple programs
Electronics and Computing Monthly
can show you how to put a lot of fun
back into your micro.With the addition
of some easy-to-build electronic
circuits, your computer could drive
much more than a TV screen.

Like your Scalextric, or train-set. It
could control the lights in your house,
the central heating system, talk to the
budgie while you're out and water the
houseplants when you're away.

And you can build all these
things yourself-the simple circuits for
pennies rather than pounds. Each
month Electronics and Computing
magazine shows you how to

144 COMPUTER & VIDEO GAMES

expand your micro and gives you new
ideas for computer fun. Project by
project we add another dimension to
your computer.

On the cover of the latest issue are
the circuit cards for 10 projects,and on
the inside we show you what you can
do with them. All you need is a hot
soldering iron and a cool 75p.

WHERE ELECTRONICS AND
COMPUTING INTERFACE



iiREETI•EINNS
T1 BASIC EXTENDED BASIC
SIMON SAYS
SKIING

c2 99
£2.99

LEAPFROG ( Jo yst icks
O r in  fl  99Solliw•teFOUR IN A LINE

CRUNiCHER
C2.99
C3 99 0 6 F1 '

,
• to Computer
leo Gamer,meSPACE CHASE

WITH LOTS
OF ACTION
VIOLENT UNIVERSE

All your space-born sk ills  w ill be
needed to  protect this  convoy of
spaceships in a mad dash across the
universe!

Escorting a convoy through the
galaxy, you are suddenly pitched into
battle. You find yourself surrounded by
hordes of aliens and in the middle of a
meteor storm. The idea is to dodge the
meteors as they whizz through space
from all directions and avoid the aliens
as they attempt to collide with you.

Your space craft is  equipped with
canisters of a deadly gas and your only
hope of protecting the convoy is  to
release this in clouds in the path of an
alien or meteor.

On contact with the gas the opposi-
tion is annihilated. Six cloudbursts of
gas can be released at any one time,
and, if you find yourself in a tight corner
its possible to hide in one until you can
make good your escape.

Should your reactions be too slow to
avoid a collision, you will be blown to
bits in a very colourful explosion. You
have six lives and a minimum of 40
seconds to score 1000 points before
moving on to the next level.

The game becomes more difficult on
each succeeding level as the points
scored for eliminating the aliens de-
crease and points deducted for allow-
ing your convoy to be blown up in-
crease. This makes it much harder to
clock up 1000 points in the 40 second
period.

Strategic planning is  necessary in
Violent Universe so check how many
points are awarded when you blow up
the meteors, aliens and aircraft and
plan your game accordingly. In this way
you will be able to gel to the higher
levels of the game where the action
becomes fast and furious as you try to
beat the time limit.

On reaching level 4 and all subse-
quent levels, you become eligible to
enter the Hall of Fame — THE hi-score
competition — by sending in your score
-
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code number which will allow them to
verify it.

One small grouch, it was not at all
easy to identify my convoy among the
floating debris of meteors and aliens
and this made protecting them very
tricky as at first I kept gassing them.
This point aside, an addictive game and
well worth playing.

Violent Universe is available from
Fantasy software (formerly Questl for
the 16 and 48k Spectrum at E5.50.
•  Getting started 8
•  Graphics
•  Value
•  Playability

GIANT LEAP
FOR BBC
FROG FANS

4
6
5

HOPPER
Hopper now takes a massive leap from
the arcade to your home, taking all the
characteristics of the arcade classic
with it!

This version from Acornsoft incor-
porates high•res graphics and sound
displaying a clear and concise screen
layout

The object of the game — as if you
didn't already know — is to manoeuvre
the frog across four busy lanes of traffic
and on to a midway bank, which in later
screens is patrolled by deadly snakes.
Then you have to jump over a river
torrent where two lanes of logs swirl
down-stream and two lanes of turtles
swim in the opposite direction. The
turtles must b e  used as  stepping
stones. You can pick up dragonfly on
the way tor bonus points. Some turtles
have the habit of diving Irom under you,
while the occasional alligator is waiting
in your bank-side home.

I found the game — available for the
BBC computer enjoyable to play and
remarkably good value, for only E9.95.
Other cheaper versions exist for the
BBC but the graphics can't compare to
the Acornsoft version.
•  Getting started 8
•  Graphics 7
•  Value 8
•  Playability 6

3 great addictive  games of strotegy and Wa r I
CRAZY BALLOONS lot the Commodore 64 14 95
TRAINS for the unexpended V.c f3 .95
IOMBIES for the unexpended Vic (3 9 5
Also JUNIOR M ATHS for the Commodore 64 f  4 95
ixe l  GRAND NATIONAL 16K (2 .50
SPECTRUM GOLF MUTIES CITY BOMBER — these
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ALL TM'S AND MUCH MORE AVAILABLE FROM
LANCASHIRE MICROS, SI  QUEEN STREET. MORE-
CAMBE. LANCS ro t  105241 411435

T19914A GAMES
BY SATURN SOFTWARE

SATURN SOFTWARE,  De pt 2 A,  3 9  r • •  oa rs,
Marlborough, Wilts. SON INH
Send S.A. t o r  hill details

—Softwar
eATARI 400-800 RENTAL CLUB

BE ONE OF THE FIRST TO TRY OUT THE
VERY LASTEST RELEASES
FOR THE MOST COMPREHENSIVE
SELECTION OF THE BEST AND MOST
POPULAR GAMES AVAILABLE O N
CASSETTE A N D  CARTRIDG E
CONSTANTLY UPDATED.
Send S A.E for  details to:
-D.J.B. SOFTWARE. (Dept C.V.G.)
59 WOODLAND AVE. HOVE, SUSSEX.
TEL: (0273) 502143.

DRAGON 32 OWNERS
R&M SOFTWARE PRESENTS

"BURGLARY
ADVENT URE"

Over 100 locations to visit with plenty or items to try
and steal Bu t  can you dodge Me Policeman? Can
you crack the SAO  Clin you avord gomg to pad and
can you collect E20.000/
Send C5  99 a n d  fi nd  ou t
,  M a k e  
( . I l o u e k  
P  
0  
s

payable t o  R&M Software and semi to
R&M SOnWafe, 23 Norman Road Whilst/kite,  Kent
CT5 4 JY. tor a n addictive game with full Sa ve
Game' lacifity 'Cull sound included) Gook-, hick.

ATARI 4001800 OWNERS
Comptehensove selection of cassette disk anti
cartridge games availabie tor hire at  I c te
,
&
-,1

rates avallarite S A E  f
o r  d e t a i l sCASTLE GAMES LIBRARY. 44 AUGUSTA
CLOSE. RO CHDALE .  LANCS  OL12 6HT
Te l: (0 7 0 6 ) 5 9 6 0 2
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•  Getting started 8
•  Graphics 5
•  Value 4
•  Playability 7
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Send cheques, M e l o
Deceive Designs.
61 Gra i n  L an e  Co sti o  Bro e rvo cn  S k y
-
m i n . : 1 M o ,  A M  
D A Y

SPECIAL OFFER
for

ATARI 4001800 OWNERS
Hire y our fi rst  2  games  t ree f rom our
extensive range of software. Up to the
minute releases available.  Apply  now
,Send s.a.e. to:
Charnwood Games, 27 Warwick Ave.
Ouorn, Leics
Tel: 0509 412604
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COMMODORE 64Nic-20 1 3 . 9 5
9NCI. ALR 2.X81 1 3 . 5 0
QUICKICIC-SHOT sottce ntrine  a n s .
ticks — improve your scores!
DRAGON 32 E 1 4 . 9 6
!specially developed by E ( AN )
ATARI 400 .800
COMMODORE 64.VIC-20 1 1 2 _ 9 5
• E l  cAla

ELKAN ELECTRONICS, FREEPOST.
11 Bury Neva Road, Prestwich.

Manchester M25 6LZ T e l 061-798 7613

SAE for lull list

1199/4A
SOFTWARE GAM ES
Norlh Sea  ,  C ode  Break 3D 5A52
, A s t r o  
F c h l e r " .
Nast V .  C o e ,  Spudz ,  all at E3 50 each. E6.50 for

2 or  £ 9  ior  3
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Cassette recorder (guaranteed works), Inc la m  coun-
ter etc. £22.48. Recorder and smote lead E24.95.

C h o wn  Or P.O. 5 to
CHRISTINE COMPUTING. 68 FLORENCE CLOSE
AlATFORO H E IR TS W9 2  M S

TI-99/4A U. S . A .  SOFTWARE
WINGING IT — FLIGHT SIMULATOR

Fly your own plane in this excellently visualised
simulator. Ground map and weather indicator
chart your progress on a  randomised earth
simulation Once flying there are three games
to play
E8.95 nd  p&p SAE for catalogue.

MIND GAMES (CliG).
2 Rom e Close, Irby. Wirral L51 AVE/

48K SPECTRUM
Three entirely new programs available tar Pits
machine
1 HELMSMAN. A sophisticated yacht simula-
tor
2. DIRECTOR. This program will run an im-
aginary manufacturing operation
3 PORTFOLIO, A complex Investment simula-
tor
Al of these cassettes available from us for
E4 95
SOFT OPTIONS.
47 Cherrygarth, Swords, Co. Dublin. Eire
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OK, LET'S
ALL GET
KNOTTED!
KNOT IN 3D

From the people who brought you "3D
Tunnel
.
' 
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Knot in  3D is a  surround type game
where you and the computer travel
around the screen leaving trails which
you must avoid.

This 3D version is clever and we ll
written. The game is the straightfor-
ward surround but the screen is  re -
olaced by a large 3D space in which
you are travelling. You steer yourself in
tour directions using the cursor keys
which a re  adequate bu t take some
getting used to. The trails left by your-
self and the computer are depicted in
fantastic 3D and come towards you at
guile a speed.

The trails soon fill up the space and it
becomes harder to find a path through
the knots.

You can enter a demonstration mode
after loading the tape, which provides a
stunning display of the graphics cap-
able from a Spectrum.

Most 3 D g a me s have  e it h e r a
graphics display o r are an addictive
playable game b u t  not both, this is
one o f  the fe w that combine these
qualities.

Knot in  3D f rom Ne w Generation
Software runs on a 48k Spectrum and is
well worth the £5.95 price tag.
•  Getting started 9
•  Graphics 9
•  Value 9
•  Playability 8

THIS PAINTER
IS NOT AN
OLD MASTER
PAINTER

Your task in this  game is  t o s teer t he
dashing dauber through a maze paint-
ing it as he goes. If the maze was drawn
in anything like true 3D then the game
could be very popular — unfortunately
it's not.

The mazes themselves are drawn in
two dimensions but have shadows be-
hind them to resemble 30. Unfortunate-
ly th is idea does not work too well.
There are some marvellous 30 paths
produced by the method but the painter
simply wanders round the outside.

There are four mazes in all to com-
plete. I  managed the fi rst  one after
about five minutes but assumed that the
other three would be  harder. I  wa s
mistaken. I  managed to clear a ll four
mazes after about ten minutes play and
the game then had no further appeal to
me.

The game uses no high resolution

graphics, the man is badly animated
and drawn. You are pursued by a single
ghost who appears to have absolutely
no intelligence at all. He often comes
speeding straight towards you and then
goes off in a totally different direction.

This game from COS Microsystems
runs on a  Spectrum in 16k. It 's not a
program which I would spend my hard-
earned cash on but if  you want to see
for yourself then it 'll cost you £5.95

PREHISTORIC
WAY TO GET
THE BIRD!
TERROR DAKTIL

The perfect arcade game is a combina-
tion of superb graphics and a challeng-
ing game. Terror Daktil from melbourne
House, the people who brought you the
Hobbit, is half perfect. The graphics are
among the best that I have ever seen on
a micro, but the game itself is fairly
ordinary if not boring.

In a place forgotten by time, says the
blurb, the beating of wings heralds an
incarnation too horrible to believe
the dreaded monsters swoop down in-
tent on your destruction.

The idea in this game is to destroy the
terror-daktils which inhabit the strange
land onto which your plane has lust
crashed. A pilot's eye view of the crash
is displayed before the game actually
begins although this can be skipped if
you wish, The crash portrayed is almost
too realistic and in superb 30. I found
myself looking under the seat for that
paper bag. (It wasn't there.)

After the emergency you find your-
self alone on a plateau somewhere in
the South-American Jungle. In the dis-
tance you suddenly see some strange
creatures grouping together I s  i t  a
space invader?, is it a Pac-Person? No
— it's the terror-daktils

Your only hope o f  survival in  this
situation is to drag out an old cannon
which you find and use it to fire at the
gathering terror-daktils. You can move
the cannon in four directions although it

BIB
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ooes not physically move up and down.
vertical movement being shown by a
digital degree indicator instead,

Occasionally a  single terror-daktil
breaks a wa y f ro m t h e  group a n d
sweeps to wa rd s y o u .  A g a in  t h e
graphics are superb. The beast itself is
beautifully drawn and comes towards
you i n  3 D,  g rowing  la rg e r a s  i t
approaches. If its claws touch you then
you lose one of your three lives.

As for the game itself, there's little
more to it than that. If you survive for six
days and six nights then a rescue plane
will come to your aid. The game cycles
through day and night by changing the
screen colour —  so that's what the
fourth dimension is.

If you want to show off your Spec
trum's graphics to your friends then this
is the game for you. If you want a game
which you'll keep coming back to play,
then you can probably find something
else to spend your £6.95 on.
•  Getting started 9
•  Graphics 9
•  Value 7
•  Playability

LIGHT AT THE
END OF
THE TUNNEL
30 TUNNEL

If you're looking for a  challenging 30
game then remember there's always a
light at the end of the tunnel:

In this game you have to steer your-
self through the tunnel which comes
toward you in multi-coloured 30. Your
iourney is made harder by the various
hungry creatures intent on eating you!

If you are eaten or touch the sides
then you lose one of your nine lives. For
your protection your are equipped with
a creature zapper. You must zap the
requisite number of creatures before
you can progress to the next stage.

One of the most talked about pieces
of Spectrum programming awaits you at
the end of stage five — a London tube
train comes hurtling towards you. I f
you're unlucky than it'll plough straight
into you, from which there is little hope
of escape.

If you manage to  sidestep i t  then
you'll see it  pass in all its glory corm-

plete with lights, and passengers at the
windows. The games runs on any Spec-
trum and two  versions are available
The smaller version lacks a demo mode
and also unfortunately the tube train.

This cassette from New Generation
is certainly worth the £5.95 price tag,
but may lack addictiveness once the
end of the tunnel has been reached
•  Getting started 8
•  Graphics 9
•  Value
•  Playability 8

PAC-MAN ON
WHEELS IS
NOT SO HOT
CAR WARS

The Texas entry in  this year's Grand
Prix for road race games is Car Wars
It's a dodgems-type game and follows
the course of the Pat Man on Wheels
original.

The screen shows a  racing circuit
with five lanes, and four places where
you can change lanes by a flick of the
joystick. The track is strewn with dots
and the idea is to race your car through
the screen collecting these Pac-Man
style. Your opponent in  the race is a
computer controlled car which travels
in the opposite direction.

Selecting the latter takes you into
demo mode where you can s it  and
watch cars racing around the track and
changing lanes. To get out of demo you
press any key and you then set the
difficulty. There are two categories to
set and each has three levels.

The speed of the cars can be creep-
ing, fast or flying but both must be the
same. As an added danger the compu-
ter's car speeds up during the game by
a factor of about three. You can allow
this to happen early, late or "look 0 0 1

Also on screen is a high score in-
dicator and a set of lights which tell you
when to start racing by flashing from
red to green. A nice touch.

If you crash into the computer's car
or it  crashes into you — which is far
more likely —  you lose one o f your
three lives. In terms of graphics a crash
is the best part of the game.

Grey smoke clouds billow from the
cars and coloured pieces of wreckage
fly Out in all directions rotating as they
fall.

You can  buy Car Wars from your
Texas stockist on cartridge for E24.95.
you like dodgems then you'll find this
quite playable although th is is .  not
helped b y  t h e  awkward  loysticks.
Adequate use is made of the machines'
graphics and sound although this car-
tridge is nothing exceptional.
•  Getting started 8
•  Graphics 7
•  Value 6
•  Playability 7

ATARI OWNERS Back up your single boot
and certain multiple tapes with KOPY T casset-
te IC9.951
DISC DRIVE OWNERS Put your Single boot
tapes Onto disc-file with KOPY 0  (E9 951
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list every file on disc and run file by selecting
number (disc C12 951
DISC COPIER (Including Bad Sectors) El 5 95
A W B . S . ,  11 Park Road. Stretford. Man-
chester

ATARI 400/800 SOFTWARE
Wh y sp e n d  a  io r t a n a  o n  so t / wa re  w h e n  y'o u
can h ire  e ll t he  ve ry la test  re le a se d  g a m e s e tc
at a most competitive rate? We have an all-
round selecbon Cl disks cassettes and car-
tridges awaiting your Atari 400 800 Apply now
and hire your first 2 games tree For  full cletatiF
send stamped addressed envelope or phone
evenings 7prn-lOpm o r  weekends. (0783)
286351.
Games A Software Club, 35 Tilbury Road.
Thorney Close. Sunderland SR3 APB.

t l i l f o r d  Ga ll
ARCADE ACTION

ElliCTOft DRAGON 32 ood ORK 1 M a  t ?  C
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1
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1 1 i )

/X  SPECTRUM 4 a  C 5 9 5  -

an original Arcade garne premnied int o r  resolution papilla  well
'recline coo* 10. aa t z i p  E r c t M e e ons  from M ee soll
irt generating and defended base he lv e s  Weirs erwsors and
bombs 5  skill immt Dragon 32 and Onc •  ,ersions feature a
tlernonsnaten mode
RECOMMENCED IV  Ta t micnecompunx SOFTWARE CUM
All p rio l ,  i rK , S tv!  M a .  o tCat
WIZA S OFTWARE . DEPT. CVO. P 0  DOA 23, DIRIFERNEWF

SAW
kw) acetate) Win software retailers in U k  , Earepe and M ill,
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Royalties o ld  fo r supsoor e l l A b g
a
r
n  a , n a r i

,,oltoore

1
-
1
9
9
/
4
A

Short ol software for your 1199•4A home com-
puter? I have over 80 programs available from
the USA.  Canada and Britain S e nd for  a
catalogue for details. It is a large catalogue, so
please send fifty pence in stamps, P 0  or
cheque This is refunded on your lirst order
Write now to.

STAINLESS SOFTWARE
10 Alslone Rd., STOCKPORT. Cheshire SK4

5AH.
MAIL ORDER TO UK ONLY
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1199,4A
FOU R  GA M E S  ON  ON E  TA P E I
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•  Getting started 8
•  Graphics 9
•  Value 8
•  Playability 9

ATARI 400/800 GAMES
JAYDEE SOFTWARE
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tata actor, shoot-tut gams to two players on tassel. mating
II nts t :12K Only LID int Dad

ALSO

SbtOOTESI LIP A ropri ontaing genre or rnuosmno dolticarty atm
sound aed fuN.eystiek corny! Player mission real Woody bort to
Int store Erfer 103.010 (Send pc as pout ploosel A lto LID lo
w o n  score of 1983 32% easseee tor CID rsc ptd2
Sirs bott gams ice Just ( IS . a real to w e l
Me sel aim buy your games tor carat or part rootbes Chewer,

payed* to AIM E E  SOFTWARE 3 ST RAPHAEL COURT,
HIGHEIELO RD. IPSWICH. SUFFOLK M I 8.0k Tel. Itreeldis

*S NIT

* ATARI 4001300
MULTICART

cartridge utility
The only system to  bacx- up your cartridges to disk di

cassette E6 9  95 WIC PAPI
(Please %peaty version reourred, disk or cassette.)
Send chequePO to W it t y H e ue r PO Box MSC

London SE10 1101
For 0
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ATARI 4001800 OWNERS
Cassette to Disc Utility. Put as many as l
o o t

ot
your single load machine code tapes onto one
disc Work s  with most tapes  Requires  32K
,•Minimum) + disc  E9 95
Copy Utility An advanced copier that copies
virtually all basic or machine code, s ingle-load
or double-load tapes with either long or short
interrecord gaps Written in machine language.
Supplied on Autoboot cassette E9.95
Cheques P 0  t o  W .  ENTERPRISES.  49
Shrewley Crescent, Tile Cross, Birmingham
833 OHU•

ATTENTION
ATARI 400100 USES

EAU per year or E25 per y e a r  allows you to
loan up to 50 games of your choice from our
extensive library on tape. disk or tom Free
utility tape for new members s end large SAE
to, AMUSEMENTS UNLIMITED. 49 LESLIE
CRESCENT. ST, MICHAELS. TENTERDEN,
KENT TN30 SEX.

Tel: (05806) 3830 (evenings)
DISC BACK UP SERVICE

5D SOFTWARE PROGRAM WRITERS
CDOPHIATIV(

'PROGRAMMERS. D if  autric• r e c e i v e  70°'y
ot inc om e  i r on,  e m ir  publis he d s oftwa r e , a n d  M e
benefits of pining us don't and there. Te ll us about
yoursert and send a  samosa of your work for asses-
cool I  Any popular micro ) Copyrights ke y respected
'MICRO OWNERS: Are  you alter a  collection of full
colour giossy packaging, or good quality original soft-
ware at sensible prices'
,  W e  
s u p p l y  
t h e  
l a t t e r
,  
S e n
d  /
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,

our lists with details or your micro systemi0

NEWNAN() COTTAGE, LOPHAM MSS,
NORFOLK, IP22 2NF

meal)
URGENTLY REQUIRE
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for home micro 5

ZX SPECTRUM COMM000011 4 ,ORK, DRAGON V IC 21D
and ACORN I t  OCTIION

Cstst national neater network ensures maximum sages
Should your v ogr a m  be M e n g e l  ne  * M O W  rott

roveriet or buy your tObyraird

AsIte in contidente  to the

s om e / i ts  DERILOPMENT MANAGER.
Ocean Pubitishelg unwe d.

1-4It Elue dnits. Startka, Stio ct,  saaro e ste e  M3  M O
OP TELEPHONk del 402 1
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MARIO WITH
A LIMP
MEETS KONG
KRAZY KONG

Anirog's Krazy Kong is a playable ver-
sion o f  t h e  h i t  a rca d e  mach ine ,
although i t  takes liberties wit h  the
original graphics.

Barrels a n d  fi reba lls a re  be ing
thrown down at you by the giant ape in
an attempt to fool your rescue bid.

The running movement of Mario in
this Anirog version is the most ungainly
video game animation I have seen in a
long time. It looks like Mario has got a
limp!

The ape has to be seen to be be-
lieved as well. He looks more like a
robot than flesh and blood.

These moans aside Krazy Kong does
at least reproduce most of the elements
of the original.

If you are desperate fo r a  Donkey
Kong type game for your Vic then buy
Anirog's — available from the Surrey
based firm at E7.90.
•  Getting started 5
•  Graphics 3
•  Value 4
•  Playability 6

ONE MAN
WENT TO
MOW!
HOVER BOWER

Hang on 62, minutes while I load Hover
Bower. It'll be worth the wait. This is an
original game that should be seen and
heard!

The obiect of the game is to mow as
many lawns — there's 16 in all — as
you can before your neighbour starts
chasing you round the garden to take
his mower back! Don't mow the flowers
or the gardener will come chasing you
as well!

Your erratic dog will protect you as
long as his loyalty level hasn't run out. If
Rover's tolerance runs out, he'll turn
against you'

The mower is controlled smoothly by

loystick, and fire buttons ilk,  used to
activate the dog if he feels like it he'll
defend you fron angry neighbours.

The graphics and sound are excel-
lent and detail is precise. Sound effects
include dog-barks, whistles, and even
the lawn mower engine noise — all of
which are remarkably realistic.

If and when you clear a screen the
difficulty level gets progressively harder
and you start to wonder if you will ever
reach lawn 16!

Hover Bovver is  available fo r the
Commodore-64 computer from Hamp-
shire based Llamasoft and is for one or
two players Happy mowing!
•  Getting started 7
•  Graphics 9
•  Value
•  Playability 8

CHOPPERS
MAKE YOUR
HEAD SPIN
FORT APOCALYPSE

If you thought that Brederbund's Chop-
lifter was the ultimate helicopter rescue
game then think again because Fort
Apocalypse has arrived from Synapse
Software.

You pilot helicopters on a lone leis
sion to rescue 16 men and destroy the
dreaded Fort. Easy, you may think, until
you learn that to reach the Fort you
have to descend into the Earths mantle,
avoiding o r  destroying self-propelled
mines, servo tank interceptors, robe
choppers, laser ports, time envelopes
and other hazards!

The game has amazing graphics,
utilising fine scrolling (horizontal and
verticall. Player missile graphics, rede-
fined characters, and a  multi-graphic
mode display to name a few. American
games actually run slower on the Brit-
ish PAL system because of the scan-
ning lines difference but if this game is
supposed to be slower it must be im-
possible to beat in the States!

The price is E25 for a 32k cassette or
disk.

•
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DENES SOFTWARE
Football Pools —  Improve your chances ol
winning with our DPOOLS program E 7  00
Data tape available E 3 . 0 0
On tape tor Sharp MZ80 and Dragon 32 Istate
which machine when ordering)
Send a S A.E. for details of other programs
Cheques P 0  s made payable to:

DENEB SOFTWARE.
295 Brockley Road.

Brockley_ London. 5E4.

M1-801( SOFTWARE
STARTREK MIA *poach E6.00
Destroy  K l ingons  and s aw, Ihe Feder ation in th e  9aree
wher e th e  o m p u t e t  ac tual ly  s peak s  to  y ou
FROGGER E5.,00
GkpcIe fr ogs  Over a  busy  r o a d  av oid s nak es . O M  a log
Rued river and into the seamy
Sono SA. I- 1,
-  •  
C a l a ; o
c k , e
R' n'H M1CROTEC 3 2  Hazeil Way. Stoke Patel.

Bucks S U  480.

11914A PROGRAMS FROM
FORTII SOFTWARE

TEXAS RANGER cINILU %NES - AL:10N1 — STAR•
GATE. DEFENDER (SAVE PLANET EARTH), BASIC
AND EX-BASIC — HOME BUDGET
ALL AT INTRODUCTORY PRICE £3.95 EACH INC
OR SEND S A E FOR FULL LIST
FORTEX SOFTWARE, 71 ST GEORGE LANE NORTH.
WORCESTER WRI 10X.
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FREE FULL PRICE LISTS AWAILABLE
11.1. OUR PRICES INCLUDE WAY G12 MONTHS GUARANTEE

CE NT RE  r  CO SO AC.•  A .1
A M U  S O f  TWAPIC

vvALLANG100i
61-1147 1 7 1 ) W A R E  V S IM  tO tv

GAMES FOR SALE 5 0  games log E5 50 (i a
lop each) available for  Apple, Alan. BBC,
Dragon and Vic-20 computers For  details or
game5 send SOp or  E5.50 to Mark Murphy,
Windermere, C  R o a d .  Loughl in-
slown. County Dublin, Ireland
PHILLIPS G700 Video Computer tor Gale. As
new, plus two video, a m e s  'satellite attack
.
'

and • 'cosmic conflic A l l  II tor E75 00 Contact T
Pucham, phone 515 2042
ATARI OWNERS qual i ty games. -
G e l b o s t(adventure). Grabbatrult ', Dropout .  E5 each
cassette. El  2 for 3 Cheques to N Davidson
Harlings Lake Street. Marks Cross. Sussex.
SHARP MZ8OKA Tern baSIC and machine
code adventures. E1.50 each 9 8  Mulgrave
Road, Sutton. Surrey.
SHARP M280K with quantum hi-res. software
manuals E 2 5 0  o.n.o Te l .  (0423) 872186
Good condition. orginal boxing
SOFTWARE AVAILABLE for  TRS-80 VIG.
Games, utilities, education, business S e nd
s a e l o:  G  B  France,  3  The  Village S t
Keyne. Liskeerd, Cornwall PL14 4S0PL

Way back in our July issue we laun-
ched a contest which provoked a re-
sponse beyond our wildest dreams! We
asked you to come up with some ori-
ginal games ideas. Ideas that moved
away from the weary old themes of
aliens. munchers and invaders.

Since we announced the contest
members of the League of Blasted
Bugs have been wading through a ton
of incredible ideas. Some al which we
can't wait to see in action!

However, before we can announce
the winner of the top prize — a brand
new Electron computer — the long
awaited offering from Acorn — we
have to give Bug Byte, the company
who have put up the prize, a chance to
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picked out at the C&VG office. They will
decide the overall winner.

x B e l o w  you'll find a list of the games.and the names of their authors. that we
picked out as the best of the hundreds

• t h a t  flooded in. But first we'd like to
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spent time and trouble thinking up the
• n e w  ideas and putting them down on

paper, We're sorry we can only chose
Z
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MEET ADVENTURES
CONTINUEIf you're an Adventurer, or someone

who can think up great game ideas
at the d rop  o f  a hat, then our next
sssue i s  th e  o n e  f o r  you .  We ' re
announcing yet another great com-
petition — and this time you can win
a brand new chess computer thanks
to o u r  f rie n d s a t  Con tempora ry
Chess Computers.

You'll have t o  rush  ou t  t o  yo u r
newsagent on October 16th to dis-
cover just how you can win this excit-
ing prize_

We'll also have a feature all about
Chess Computers for all our readers
missing t h e  la te  lamented Ch e ss
page. There will be another of David
Langford's t rip s in to  the rea lms o f
science fantasy. Th is one  involves
falling th rough a  va st  bottomless
hyperspacial tunnel — and you cart
ioin him!

All that p lus ou r regu la r g lu t o f
great games listings.

There's a board game adaptation
for the Texas ca lled  Ladders and
Adders — with  snakes that )wrIp off
the screen at you!

There's a  strange game ca lle d
Haggis Bash —  fo r a ll our Scottish
readers! Th e n  we 've  g o t  a  maze
game wit h  a  d if fe rence  -  ca lle d
Rabbit R a i d  f o r  t h e  Spect rum,
Waterstup Down was never like this.
There's a  n e w ve rsion  o f  Missile
Command fo r the Ata ri p lus a  few
more we haven't decided on yet!

Bug Hunter continues his unceas-
ing battle against the gremlins and
our team o f  reviewers and  news-
gatherers wi l l  b e  out and about to
bring you details of all that's new in
the wo rld  o f  Computer and Video
Games. Can you afford to miss it?

Fio  my newsagent: Please d e l ive
-
r7
1

!reserve me  a  co p y o f  Computer I
Games e ve ry month. 11 and V id e o

'Price 85p.

'Name
Address1

OUR ELECTRON TOP TWENTY

1

Five runners up will receive two
software cassettes from the Bug-Byte
range. and as an added bonus Bug-
Byte may decide to market some of the
top 20 if they feel any of the games are
good enough. The winner will come
tram these 20 great ideas!
Double Tr oubl e .  P a u l  McLoughl i n.
Rainham, Essex.  Roa d Ral l y.  P .  R .
Ambrose, Gi l l ingham.  Kent.  At om i c
Stephen Dickinson, Leeds. Spiders, S. Gur-
ney. Bedford. Bedfordshire. The Titan Sanc-
tion, Darren Watts. Sheffield. Robin Hood,
Philip Rothwell, Ely, Cambridgeshire. Pixie
Trouble, Richard Ling, Rainham, Kent.
Escape. Philip Oliver, Trowbridge, Wil t-
shire. Lazer Catch, Grant March, Mallow.
Co Cork Fairground Fun. D.  McCormack,
Newton Abbey. Co. Antrim Jungle Jumper.
Andrew Macdougall, Swansea. W. Glamor-
gan Librarian, John Reed. Kenton, New-
castle-upon-Tyne. The Mole. Robert Hodge.
Ashton-under-Lyne, Lancashire. Zodiac, A
M Stewart, Edinburgh_ The Bullet Express,
Adam Ruddle, Bretton, Peterborough. Catn-
Mouse, Binslead, Isle of Wight. Cannon
Runner, Robert Hodge, Ashton-under•Lyne.
Lancashire. Alley Cat, Helen and Simon
Hughes. Walthamstow London. Hooked.
Stuart Hemming. Tipton. West Midlands.
Art-Hur Tight-Walker, John Woods. Ken-
nington, London.

The winner will be selected by Bug-
Byte and announced in the December
issue of Computer and Video Games.

•

•
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AWAY FROM
THE ABSTRACT
We have been looking at assembly
language and machine code in a
somewhat abstract fashion, in terms
of what individual instructions or
short sequences of instructions do
to the processor registers and the
computer's memory, rather than
how to ge t  programs into the
machine and run them to get some
practical effect.

The practical details vary accord-
ing to the computer you have and
the software you use to help with
machine code programming, but
there are some general principles.

You will need two pieces of soft-
ware, an assembler and a machine
code monitor. You may find that
these come in the same package, or
that you have one or the other built
in to your computer — for example
the Lynx has a built in machine code
monitor, and the BBC micro has a
built in assembler.

A machine code monitor consists
of a number of functions to help you
work at the machine code level.
The actual features included vary
greatly, but a typical machine code
monitor will allow you to enter and
run machine code programs, in-
spect and modify memory contents
in various ways, load and save
machine code on tape, and will
include various aids to debugging
machine code programs.
I M I N E M E M E M E O P
SIMPLE
MEMORY
INSPECTION .  .
The simplest type of memory in-
spection and modification function,
is found in almost every machine
code monitor to allow you to type in
machine code programs.

You begm by giving the address
you want to start from and the moni-
tor will display the contents of the
address and allow you to type in a
new value that will be placed in the
address.

You can then move on to the next
address where the same thing hap-
pens. As well as this memory dis-
play that shows you the contents of

BY T E D  BALL
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one memory location at a time you
will often find that a machine code
monitor will allow you to display a
whole block of memory, either in
hexadecimal or as the characters
corresponding to the contents of the
memory.

Another useful form of memory
display that you will find in most
machine code monitors is a  dis-
assembler.

This converts the machine code
in the computer's memory into
assembly language mnemonics,
and can be useful for debugging as
it allows you to check that your
program has been entered into the
machine correctly.
111111•1111111111MINIV
ESSENTIAL FOR
DEBUGGING .  .
The most essential debugging aid is
a breakpoint handler_ This allows
you to specify an address where the
execution of a machine code pro-
gram will be stopped and control
passed back to the machine code
monitor.

The monitor will display the con-
tents of the microprocessor's regis-
ters when the  breakpoint was
reached, and some monitors will
allow you to change the registers
and continue running your machine
code from the breakpoint.

Breakpoints are a very powerful
debugging aid, allowing you to
work through your program check-
ing the program flow and the con-
tents of the registers at various
points until you find out where the
program is going wrong.

ONE STEP AT
A T IME .  .
Some machine code monitors in-
clude a trace or single step feature
that allows you to run through a
machine code program one instruc-
tion at a time, displaying the instruc-
tion and the contents of the regis-
ters.

This can be very useful for de-
bugging short programs or longer
programs that you can enter very
close to the point where you think
the bug will be found.

The usefulness of a trace by itself
is limited because single stepping a
machine code program is so much
slower than the full speed of the
microprocessor.

Because of the information it has
to display a trace routine can only
work through a few mstructions a
second, while the microprocessor
will normally run at a rate between
two hundred thousand and one mil-
lion instructions a second.

Trace routines are quite common
in monitors for 6502 microcompu-
ters, particularly for the BBC Micro-
computer, but are rarely found on
Z80 and 6809 machines as the more
extensive instruction sets on these
microprocessors make it  much
more difficult to write a  trace for
them.

Other functions you may find in
machine code monitors include
searching memory for numbers or
strings o f  characters, moving
blocks of memory, and relocating
machine code programs to run at a
different address. These can be
useful but are less important than
the basic memory inspect and mod-
ify and the breakpoint handler.



YOU'LL NEED
AN ASSEMBLER
The second piece o f software you
will need is an assembler, and as
with the machine code monitor you
will probably need to buy one that
has been designed for the compu-
ter you have.

It is possible to  assemble short
programs b y  hand  a n d  u se  a
machine code monitor to type in the
hex object code but when the pro-
gram gets to be longer than about
20 to 30 lines hand assembly is very
tedious and prone to error and you
really do need an assembler to con-
vert the assembly language to ob-
ject code and insert it into the com-
puter's memory automatically.

You will find a choice of assemb-
lers available for most small micro-
computers, and deciding which one
to buy can be difficult. It is best to
buy an assembler that is completely
standard, or at least as close as you
can find to the standard.

Donkey
Smurf
Zaxxon
Turbo

F•aNCOM
VCS Chart Toppers a t  low prices

Donkey Kong A s s a u l t  & Z-Tack
Carnival G r e a t  Escape & Wall Defender
Gorr T w o  g a me  pac k s  re.
Wizard of Wor 1 9 . 9 5  each
Mousetrap 2 5 . 9 5  each

Coming In September
Kong Jnr S k y  Skipper

Strawberry Shortcake
Enduro

27.95 each

Colecovision E145 Inc post Le Stick 21.95
Send S.A.E, for full lists

Atari 400-800
Biggest selection .  B e s t  prices

&UDR 16K632Kc 2 1 . 5 0
Cry Oug r 2 4  75
Donkey Kong r 2 9  90
Moor 2049 r 2 8  45
Airsmite1814t,24Ka 1 3  95
Preppo il 241(4161Cc 2 3  75
Chcoldter 4814 1840 2 8 5 4 ) 2 7 . 9 5
Prec4on 46161 2 7  50
Seams Case II 18Kcd:r 2 3 5 0 2 8  50
Spitfire Ace 321(cAGed 2 4  50
*minim 32Ke.40Sd 2 4  50
Moon StiuMe 1814c321rat 2 1  95
1lecrornanart 321(ad 16Kr 2 3 5 4 ) 2 8  50
Shan Bonder (Scramble! 2414c32Kd 1 8  75
PInball 32Kad 2 3  75
AE 48KO 2 4  50
FOntine Chaser 1 9  95
Funny Tadpole r 1 9  95
log41140010 r 1 9  95
Earl Apouhw 32Kod 1816 2 3 , 5 9 2 8  50
God 181(r 2 8  50
Claim Jumper %goa l 2 3  5028.50

Baia Boggles 18Ka24Kd
Xenon Raider 321(01
Starcross 32Kd
Snooper Troops 12 48Kd
Legionairre 18kd
Moon Patrol I81Cc

Denson Attack 16kr
Sneakers 321Cd
Jeepers Creepers 32Kd
Andromeda Conquest 164Cc
Stellar Shuttle 184Co24Kr1
Planet Miners 24Ko
Jumeman 28Kat
Pharaarks Curse 32ka l 161Cr
Speedeay Blast 181Cr
Caimans 1616
Centipede 161Cr
Deadline 32Xd
Telengard 48Kad
Saloon li
Blue Max 18Kadr

24.95 each

Plus hundreds more tales s e n d  60p (relundable) for lists
Please add 60p post etc per order

Pancom. 6 Tranby Drive, Grimsby. S. Humbs.
Tel: (0472) 694196 Hon-Fri 9am-5.30pm. Sat 9am-12pm

20 75
13 95
2795
27 50
2495
18 95
27 95
27 50
20 75
18.96
12 50
20.50
10 95
2858

23.5028 50
28.50
27.95
27 95
34.95

17 9518 95
23 95
,
20 
5 0

23 5028 50

Among the advantages of using
the standard assembly language
are that you can use the language in
the form that you learn from books
and magazine articles, you can use
published program and subroutine
listings without modification, and
other people can use your listings.

The manufacturers of assemblers
for small home computers generally
stress that their assemblers accept
standard mnemonics, but there is
more to an assembly language than
just the opcode mnemonics.

You need to  study the  docu-
mentation before you buy, to check
that you  are getting a  two pass
assembler that allows you to  use
labels (preferably six-character
labels) and forward references to
labels, and also that the syntax for
operands is standard and that you
can include expressions in  oper-
ands — addition and subtraction as
an absolute minimum and prefer-
ably multiplication, division and
logical operators as wen.

MACHINE
CODE

You should also check which
number bases you can use in the
assembler. Hexadecimal is the most
important (although it is extra work
to learn hexadecimal arithmetic at
the beginning it makes things a lot
easier la ter on) and binary and
decimal are also important.

Finally, the assembler you buy
should include a range of pseudo-
operations or directives. These are
instructions that you include in an
assembly language source pro-
gram, but they are instructions to
the assembler and do not produce
executable machine code.

The min imum d i rectives yo u
should look for are for setting the
area in  memory that the machine
code will be assembled to, assign-
ing values to  labels, reserving
space within the machine code and
for including data in  the code.

The data directives should allow
you to give the data as one byte or
two byte constants (as numbers or
labels) and as characters or strings.

Oric
User
The only independent monthly
magazine for Oric owners
Programs galore, news, readers'
letters &  programs, hints &  tips,
reviews of software & books
Machine Code and BASIC
Oric User is your magazine
Sample issue El (or E1.75 for 2 issues)
Subscriptions EIO for 12 issues
Overseas subscriptions E20.
Discount to subscribers on all CCC Software.

Name

Address •

Oric User, 20 Wynford Road House, Wynford
Road, London N i.  CV
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170+ SPECTRUM GAMES
• FREEPOST SERVICE!

•  FREE CATALOGUE
WITH FIRST ORDER!

I N Please trek the Wesyou vetsh to purchase

( •
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HOLE 161 15.50
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0 0 4
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1
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NINE 40E 15.,50 •G RI DRUN 16K 15.50 • • •  Penitent: •SILDOWFAX 'MK 17.99 • • • • • • •
4 1
/ ÷ o o l l w o * * *
bytewell: •  HIDDPE CITY tek 15.95 41111 GCS: S W I S S  48! £6.00 •  CORE CROPPER 4e1 £6.00
CI Softstaxst 113UPEE CHESS I I  481 17.95 I V Y  DRAUGHTS 48E 15.95 111, CDS: " I B M  BOA 161
£5.95 •  3D PAINTER 161 15.95 •0 4 TI MP I LI AR 161 £5.95 • •  Ism Gen.rstiont U  ESCAPE 161
14.95 • 3 D  TUNNEL telt, £5.95 'PEROT I N 3D 481 45.95 •
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•i lOAD FROG 161 15.90 • • •  Ti tan: IIGROUND PORCE ZERO ILK 15.00
Al prices shown include VAT El pomade
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Please send ma your cane* 0
1
1
1
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I enclose 50p Istamps es P.O.)
winch I  tesehestand mit tat refunded with
my forst purchase

CRASH MICRO, FREEPOST (No stamps). LUDLOW, SHROPSHIRE SYS IBR l i r  0584 5620

-
SPECIAL INTRODUCTORY OFFER!

(or* with this coupon)
El  of f  purchase pries for 2 cassettes
E2 off purchase pr ice for 3 cassettes

subtract from, the total on the order torrro
rroras• INCLOSED

Illestseteber to
No stamps neededo Just use s u b t r a c t  otter
the FREEPOST address below, alviOuntt
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Add! ess

CVG
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•VELMORI4, LAIR 481 16:50 www Sunshine: ',ANDROIDS 481 L5.95 sad also
•Cel l i k i l t0  ON BROADWAY 168 £4.95 3,
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Dl Tronice I •  DICTATOR s a t  14.95 •  5D USX ifilE 14•95
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Hertmont •aTATHROW -  AIM TRAFFIC
CONTROL w• ?roe cm •  BREALAwAY....

161 £5.95 A r l i e !  •  GLLAX11111..
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The ultimate strategy game for the Dragon 32_ Destroy the evil Drsson
Empire before it conquers the world. For one player ,
:no j o y s t i c k . : .  
i n c l u d e s
worid rmips and 8 levels of difficulty. With 100% tu-res. Only E635 at Boots
and all good stockist$ or semi cheque'PO to SHARDS SOFTWARE,  189
Eton Rd, Ilford, Essex 1(11 21N,
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SOFTWARE LIBRARY
FOR

SPECTRUM
Low cost weekly hire of the best arcade games, adventures.
utilities, languages and business programs.
•  Membership only E6.00 for 12 months.
•  Program hiring from only 80p (plus 25p p&p)
•  Free fully descriptive catalogue for members
•  New titles constantly being added
•  Purchase new programs at discount prices.
•  Return of post service,
•  All tapes despatched using first class post.
•  We have full permission and licences from Me  leading

software publishers, to whom royalties are paid
Compare these features with our competitors and you will see
why more Spectrum owners are joining the Kernow Software
Library. Join today by clipping the coupon below or send a
S.A.E. for further details.

E Y E S ,  please send me  my free catalogue and selection
sheet I  enclose my E6 cheque Postal Order

NAME

ADDRESS

TEL

Send to:
KERNOW SOFTWARE LIBRARY

(Dept. CVG)
55 ELIOT DRIVE, ST GERMANS

SALTASH,  CORNWALL PL12 5NL
MeereeeAtem~sWeeeertereWleentlerteWers 404



W/OT 8/01
Can't find your back numbers magazines all over the
place? It's so easy and tidy with the Computer & Video
Games binder to file your copies away. Each binder is
designed to hold a year's issues and is attractively bound
and blocked with the Computer & Video Games logo.

I  Date

Please allow 3/4 weeks for fulfilment of order.

Price UK. E4.50 including postage, packing and VAT.
Overseas orders add 35p per binder Nat, Giro No.
5157552. Payment by ACCESS/BARCLAYCARD/
VISA. Send coupon below detailing credit card no. and
signature.

Why not place your order now? Send the completed coupon
below with remittance payable to:-

Easibind Ltd., 42 Hoxton Square, London Ni 6NS.r
ORDER FORM Computer & Video Games
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Signature

Registration No. 317469 I

THE WIZARD'S WARRIORS: A fast movMg game
that matches developments in your skill as a player
by becoming increasingly more devious. By offering
to you the full range of options you can choose how
to control your warrior through the maze. A full
implementation of this program enables such features
as a continuous series of' sound effects, arcade quality
graphics, double-point scoring, and—for the very
artful —bonus lives.

FORTH; A full implementation. Ideal for writing fast
moving arcade type games. Allows the full colour and
sound facilities of the Spectrum to be used. Future
Microdrive enhancements will be made available.

ADVENTURE ONE; Features a save game routine as
the game can take months to complete.
'a remarkably good version...•well worth the money.'

...Sinclair User._

MAZEMAN: A fast action mie game that reproduces
the spirit of (he original.

is very accurate and fast.' W h i c h  Micro?...

CHESS 1.4: Ten levels of play with this ?We program.
Good graphic screen display.

'In a class of it's own.' Y o u r  Computer...

INVADERS: Very fast mic action, Includes mystery
ship and increasingly difficult screens.
7 MAES AFALLEN, BOW ST., DYFED, SY24 5BA
24hr Ans aphone 0970  828851

SpectrumC4•95

Spectrum
14.95

Z X81 E5 • 9 5

Spectrum
E4.95

D0211 E4•45

Z X81 C5•95

ZXB1 £ 4 .4 5
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Reinforced high impact body.

Specially formulated, non-stretch,
high tensile polyester base

AsCiCular longitudinally
orientated particles

Close tolerance rollers for accurate
tape tracking.

Long life silicone
lubricated axle pins

Mu-metal shield,

For some time a  specially formulated professional
quality da ta  tape has been available to software
producers and duplicators. This high quality tape
has be e n specially formulated for  micro based
data storage systems. With the  rapid growth of
home computers and the unsuitability of most audio
tapes used in short lengths, it has been decided to
make this ta pe  available to the  general public
under the name of PIRANHA.
The PIRANHA computer tape will soon be obtainable
through selected retail outlets, but  t o  give  you
a t a s t e  o f  t h e  PIRANHA's astonishing d a t a
performance we are launching a  short mail order
campaign in the leading Micro magazines where
we a r e  offering a  limited number  o f  PIRANHA
computer cassettes at an amazing price.

Computer Type

Low static leader,

, M o u n t e d  pressure pad.
•

Oak House, High Street. Northleoch, Gloucestershire Gt 54 3ET.
Please send the following DC 15 cassettes
Pack of ten at S3.99 plus S1 p&p N o .
Pack of one hundred at £39.90 N o .
plus i3 50 OW

1 I enclose t  ,  C h e q u e l P , O .  1
(Payable to Piranha Computer Cassettes) 1
Name and Address (Block Capitals) 1

..... , • 1
1
1

1
Post COde

Trade/Bulk Enquiries Welcome.

Low frlction anti static, compgated
slip pads. graphi led for low Motion
winding

Reinforcing nbs plus longue and
groove interlock

Tope guide for minimum tope wear,
low torque and low error rate

Computer
Cassettes

INS

GHOST'S
R RAGE
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A version of the much copied arcade clas-
sic, not the first for the Spectrum but Poss
-ibly the best. Full arcade features: Realistic
gobbler. Four  intelligent ghosts. Dots and
Power Pods, Edible blue ghosts give 400,
BOO, WOO, 1600 bonuses, full screen maze
with a  tunnel .  Extra features Nor m a l  or
INVISIBLE maz e,  10  di fferent selectable
levels, sound effects and tunes
Requires ZX Spectrum 16k,'48k. Keyboard.
or AGF. Kempston Joystick.

3 action packed ZX Spectrum games —  all written in
computer shops or direct from: Micromania C8tVG5
games priced f5.95 inc. VAT, P&P.
Dealers required throughout UK and Europe.
Send trade card for details and samples-

The treasure of the Pharoah's tomb is awe-
some — but so are the creatures that guard
it. You take the part of the intrepid explorer,
luckily you are armed as there are hoards of
mummies, cobras and spiders lurking in
Wait for you- Packed full of arcade features
TUTANKHAMON is a superb scrolling maze
game, with doors that must be unlocked
with keys, treasures to be collected, crea-
tures to be avoided or shot. To help you on
your way to riches you have smart bombs
as well as maps of the tunnels. Full sound
effects and tunes
Requires ZX Spectrum 48k only Keyboard
or AGIF, Kempston Joystick.

The fastest, meanest robot shoot-out game
ever based on the arcade game that made
Defender look lame, Cybotron is a frenzy of
action. You're enclosed in a room with elec-
trified walls, with only a plasma laser to
save you. Featuring: 4  different types Of
robots, Grunts, Hulks, Enforcers and Spher•
olds, bombs, multi-directional lasers, full
screen action, up to 50 robots on screen at a
time. Sound effects and explosions
Requires ZX  Spectrum 181t348k. keyboard
only.

machine-code for the fastest, smoothest, fl i cker
-
tr ee  a c t i o n .  A v a i l a b l e  
f r o m  
g o o d

Lower Hill Road, EPSOM, Surrey 1(119 KT.  Guaranteed dispatch by return post Al lMICROMAN1A



SPECTRUM S P E C T R U M  S P E C T R U M  S P E C T R U M  • S P E CT RUM  S P E C T R U M
We bring you the  games you'll play and play and play again

KILLER KO N G  —  Fe a turing fi v e
screens of arcade action —  Elevators
- Kong —  M ario —  Barre ls —  Ham-

burgers and even Mario' s g i
rt . 48K £ 5 1 6

SHUTTLE - -  Guide  your show- ,  a rt
down to the surface of the planet Nes-
iin. rescue the  stranded space patrol
and re turn the m one  b y one  to  the
,afisty of the Mothership.49K E 5  95

Ater. RAM  packs
16K —  E29.95.
32K — f49 .95

IMAM( COMPUTER GAMES

BARMY BURGERS —  Baps,  Burgers,
Cheese a n d  Lettuce —  the y a re  e ll
there Al l  you have to do is put them
together. It sounds easy doesn't it. but
not when wciii a re  being chased by a
fried egg ai•.• • v,sages? 4 8 X  ( 5 9 5

KOSMIC PiRATE G u i d e  your pirate
vessel through the  ma ssive  fle e t o f
spacecraft t h a t  h a ve  e ncircle d t h e
planet Ve ro s a m i a re  trying To stea l
y our  es s entia l  needs  4 F I 1 (  M
C  E 5 . 9 5

Spectrum 48K (124.95
Spectrum 15K E94•95

plus f1 .50  p&p

LONDON DISTRIBUTORS
LIGHTNING RECORDS AND VIDEO

ION DON
01 969 5255

DODO — Starring Dodo and the Snow
Bees —  yo u  a re  the  la st  survivingbreed of  Dodo. a lone in the Antarctic,
surrounded b y ice  blocks a nd Snow
Bees Slid e  the  ice  blocks on t o  the
Snow Bees or e lectrify the wa lls to kill
them r u l k  E 5 . 9 5

CHOPPER RESCUE —  Scientists a re
being e ntombe d unde r radio-active
waste, can you a s a  helicopter p ilo t
rescue them a ll in time? 48K M C  E5.95

is compittl-
and m a n y

HIGH RISE HARRY - -  Featuring Harry
High Rise and me  Rust Bugs — guide
Harry the Painter along the girder, ,  up
the ladders,  on  to the  lifts. but mind
the slides. Five whacky screens.

48K M  C M SS

GOLD D I GGER  —  D ig  yo u r  w a y
th r o u g h  t h e  m i n e  a n d  fi n d  t h e  g e l d
nugge ts . b u t  k eep  away  f r o m  th e  n u g
get gnashers 4 8 K  H . C 0515

WATCH OUT FOR OUR NEXT RELEASES "PLUGGITT" AND "VILLAIN". DODO IS ALSO AVAILABLEFOR DRAGON 32.
Joystick interlace for Spectrum which
ble w it h  a ll  o u r ge nre s. u lt im a te s

more g1 1 _ 9 6
MIDLANDS DISTRIBUTORS

CENTRE SOFT
BIRMINGHAM
021-520 7591

Good programs Wented
Top roya lties paid

ICELAND DISTRIBUTORS
BOKABUCI
REYKJAVIK

24242

BLABY COMPUTER GAMES CROSSWAYS HOUSE • LUTTERWORTH ROAD BLABY  LEICESTER • TEL, 05 33 773641
TELEX: 342629 JRHHG

DEALERS PLEASE ASK ABOUT OUR VIDEO TAPE WHICH CONTAINS OUR FULL RANGE OF GAMES

DREAM SOFTWARE, P.O. BOX 64, BASINGSTOKE, RG21 2 LB T E L .  (0256) 25107

QUALITY PROGRAMS WANTED FOR MOST MICROS M O R E  SUPER PROGRAMS FOR THE 3K JUPITER ACE:—
WE CI V E  O NE  O F Thl t  BEST DE ALS  A R O U N D

SPECTRUM A T A R I
48K 4 0 0 / 8 0 0

The ultimate in Hom e Computer
Gambling. You worit believe it
until you see it.
fantastic Hi—res graphics
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lackpot, Win, Lose.
*Coins come out at side of
display!
Author: S. Hillyer
Code 5P19 £5. 95

D R E A M
.   
s o f t w
a r e

A t a r i  4 0 0 / 8 0 0

DREAM—diduull—
N' our mission is to bounce around
the energy fi eld collecting energy
pods. But beware of the mean
killer pylons waiting to get you.31
skill levels including special 'Midnight
level. Fast and fun to play.
*Very addictive
*Hall of Fame
•completely operated from joystick
-you need never leave your seat.

Author : K.  Wilkins

Code AT/11 E 6 . 9 5

JUPITER
ACE 3K

V . ,
UCL Alk
,
frtr 
i  
1  
I  
I t  
I

DREAM-1E11mm_

An A M A / I N G  100% mashine
code game. You'l l  he astounded
this fits into a 3k Ace featuring
*Ghosts
*Energy pills
* T
w
o  
s
c
r
e
e
n
s
.

2 bonus games are included
BREAKOUT East machine code
action.
LIFE Fl ow many generatio
can you achieve?
Author : A.  Hinkly
Code AP13 E 3 . 95

NEW N E W  N E W

ACEPACK 1 G R A N D  PRI X
Racing game with 3 tracks-
1 older, Silverstone. Land-
voort. INSECT CATCHER
youli have fun with these
bugsll S URRO UND chase
the box— but mind your  trail
Author : A.  Cranston
Code AP/1 E 3 . 9 5
ACEPACK 2 DE FE NCE
fast space game with machine
code action. CODEBREAKER
Crack the code SKETCH Create
designs and save them oat tame
RACER avoid the pedestnans
It high speed
Author A .  Hinkly
Code AP/2 E5. 95
U111.1TIES MOIni101,
Character General or,
Graphic toolkit. All on
one ta pe .
Author
- A .  
C r
a n
s t o
n

Code AP / U E 6 . 5 0
.0  4
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LAIR SPECTRUM
TWO EXCITING NEW GAMES FROM

FASHIONsoFT
THE HOUSE OF GRAPHIC DESIGN

T199,
1
1A

E10985 Speech Editor 07.50
Extended Basic 59.95 EditorAssembler 59.95
Chess 29.95 Dragon Mix 22.95
Adventure.Pirate 26.50 Alien Addition 22.95
All Adventures 13,95 Mini Memory 59.95
Speech Synthesiser 42.95 Music Maker 25.50
Chisholm Trail 17,50 Invaders 17.50
Terminal Emulator 46.95 Parsec 25.50

Daddies Hot Rod E 5.95 Hop It E9.95
Battlestar Attack 10.00 Blasteroids 9.95
Operation Moon 10.00 Character Generator 8.00
Scrolmaster 10 00 Ascot Stakes 8.00
Pearl Diver 8 00 Code Breaker 5.95

MENACE
M E N A C E  W H Y  collect the SAME GAME every timeWITH lust the title changed

AN ORIGINAL, last action, machine code
ARCADE GAME,  n o  invaders  (wel l
NASHER maybe)

YOU ARE MENACE!!! YOUR OBJECTIVE TO HARASS AND
OFFEND

MENACE AUTHORITY FOR ONLY E4.95 inc P&P

THEN T H E  LAST
COMES A R M A G E D D O N  D E F E N C E
When space fortress Armageddon was built few people felt it would ever
be needed. But, t h e  pods are coming.. y our  lighter is launched.
a small COSMIC GUSHER is formed between you and the earth and
DEMON bombers invade our space y o u r  lasers spitting white•hot
death AND st ill the pods advance a n d  always the BEAST.. .
dominant. .  wa v e r i n g  ominous ly  above t he .  t he  moon is
destroyed o u r  lunar companion vanquished... the debris glowing
blood red,.  Mot her Earth next

and A R M A G E D D O N  t i e  last defence
MEAN. FAST MACHINE CODE ACTION FOR ONLY E4.95 Inc P&P

BOTH GAMES KEMPSTON JOYSTICK COMPATIBLE
(OR KEYBOARD)

Send Cheque PO payable to:

FASHIONSOFT, 13 V a n n  MI, GLOUCESTLI
24 hour ANSAPHONE service 10242) 674960

but please hurry (ARMAGEDDON may begin in 19E4

GALAXY

SAPIONNAMD

LOOK NEW LOW PRICES

99er Monthly Magazine
indiv idual copies  or by  subscript ion

LANTERN CASSETTE SOFTWARE

All orders over E25 receive a El gift voucher!
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 Us e r  A  NE W publicat ion wit h prog
competitions, news, advisory service. ES per

All prices include VAT and postage. Send
Send cheque with order or phone or use

Access

60 High street, Maidstone, Kent
-14111 T e lephone:  (0622) 682575 & 679265

VISA

rammes, rev iews,
annum.
SAE For lull list.
Barclaycard or

Number One For Texas
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A L
ATARI
.

Programs
Tutorials
Reviews

It's a l l  in  PAGE 6  magaz ine —  the U.K.'s own
ATARI specific magazine. Programs and articles
from users all over the world — particularly the
U.S.A. — to enable you to get the most from your
ATARI at the minimum cost.

PAGE 6 is published bi-monthly. The annual sub-
scription i s  E6 ,00  U.K./C8.00 Europe/El 5.00
U.S A./E16.50 elsewhere.

You have already missed several issues so SUB-
SCRIBE N OW to ensure your copy of the current
issue and fo r  details o f  back issues. Send your
cheque (payable to ABACUS) to:

PAGE 6, 18 UNDERWOOD CLOSE,
PARKSIDE, STAFFORD.

Call 0785 411 53 for further information or send
E1.00 for a sample copy.

RAM ELECTRONICS (FLEET) LTD

UNBEATABLE VALUE

VIC 20
16K RAM PACK

E27.95
Also in stock: 32K switchable Rampack — E69.95.
16K to 3K switchabie Rampack — E44.95: 8K —
£22.95; 3K — E17,95; Vic 20 4
-
s l o t  
m o t h e r b o a r d  
—

E19.95.

All fully guaranteed. P+P El .00 per order.

Telephone your Access o r  Visa Card Number
(02514) 5858 for speedy delivery.

Or send cheque to: Ram Electronics (Fleet) Ltd,
106 Fleet Road, Fleet, Hants. GU13 8PA.

Callers most welcome (closed all day Wednesday).



ADVERTISEMENT INDEX

% M I C R O S P O T
MERSEYSIDE'S

A L  1 5  MOORFIELDS,
MAJOR SOFTWARE STOCKISTS

LIVERPOOL L2 2130:1, TEL:

c ONPUTER
TRADE

ASSOCIATION
MEMBER

ahilnAntale

051-236 6628 0 5 . 4

35
Abersof t 153

CBM 64 Special offers ATARI 400/800
Over 20 programs fo r  the 64

Microdeal

Software f r o m  4 0  d i ffe ren t
including: Zo rk ,  Suspended,
Jumpman, Deadline, Frogger,
Motor Ma n i a ,  F i r e  Figh te r ,

this month

Atari 400 E 1 4 9 . 9 9  inc Basic

manufacturers i nc: Starcade,
English So f tw a re ,  D a ta s o f t
Synapse, Sirius, Broderbund,

Grand Master, Trax, Fort Apo- Atari 800 E 2 9 9 , 9 9  inc Basic Advent In t, Mi c ro  Prose, In -
calypse, Jawbreaker II (ROM),
Scramble 6 4 ,  C r a z y  K o n g ,
Sprite Man, Super Skramble,
Gridrunner, Panic 64, Super-

Atari 810 € 2 8 9
Frogger E 1 9 . 9 5
Stratos E 1 9 . 9 5
Sea Dragon E 1 9 , 9 5

focom.

DRAGON 32
font 4.0, Sprite Maker, Attack Clowns & Balloons E 1 7 . 9 5 Over 50 programs fro m: M i -
of M u ta n t  Camels, Neu tra l Canyon Climber m 9 5 crodeal, Salamander, Abacus,
Zone, Star Trek, Matrix, Grid-
der, Lazer Zone, Curse o f Ra,
Temple o f  Apshai, Sword  o f

Baja Buggies E 1 7
.
9 5There are many other software

Rornik, Dragon Data.

Fargo& Renaissance. bargains i n  ou r  shop. Call i n

Apex Trading Ltd 129

and look around or ring for our MICROSPOT
VIC 20

Over 4 0  programs f r o m  Im -
latest price list. 15 Moorfields,

agine: Bug Byte, Romik, Rab- New stock arrives every week. Liverpool L2 2B0
bit, Soft Joe's Commodore. Ring for the latest software. Tel: 051-236 6628

Aardvark Sof tware 113 M C Lothiorien 35
Abersof t 153 MDM Home Computers 159
Acme Sof tware 12 Microdeal 112
Addison Wesley Publishers 34.. Mic romania 154
Adventure Internat ional BC Microspot 157
AGF 1 2 4 Midland Games Library . 162
Alien 129 Mikrogen 161
Anirog 36 Milton Bradley 100-1
Apex Trading Ltd 129 Mr Chip 57
Apocalypse Sof tware 35 Mr Micro 128
Ashby Computers  & Graphics 106 New Generat ion 134
Atari 162 Ocean Sof tware 91
Audiogenic 94 Oric Products 117-9
Blaby Video Centre 155 Page 6 156
Calisto Computers • 9 6 Pancom 90
Cascade 130 Parco Electrics 162
Centresof t 102-3 PCW Show 160
Chromasonic • 142 Piranha . . • • , 1 5 4
Clwyd Personal Computers 57 Postern 75,163
Computer Supplies 122 PSS 66. 74
Consumer Electronics 32 Psion 141
Crash Mic rogames 152 Ouickslive, 1FC
Diand Computer Services • 160 Ram Electronics 156
Digital Fantasia • 114 Richard Shepherd Software 120
DJL Sof tware 129 Romik 5
Doctorsof t  • 57 Shards Software 152
Dragon 29 Shiva Publishing 44
Dream Sof tware 155 Silica Shop 4
E & E Enterprises • 162 Silversolt 111
Efficient Chips • 160 Sinclair Research 59-62
English Sof tware 99 Sottek 72-3
Fantasy 136 Solar Software 34
Fashionsof t 156 Spectrum 13-17
Galaxy Video 156... Startech • 122
Gamer 159 Sumlock 98, 161
Imagine 104-5 Taskset 6
Incent ive Sof tware 159 Temptation Software 125
Interceptor Micros 135 Terminal Software 63
Kempston Elect ronics 98 Texas Instruments 20, 22
Kernow Software Library 152 Time Travel Inc 122
Lasky's 26-7 Vision Store 130
Llamasott 71 Voltmace 129
Maplin Wildings Computer Centre 28
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1
C & IIG SOFTWARE FORM

Have you written a games program which you feel is just
right for C&VG? If so we have come up with a form to ensure
that we can test i t out and give you our views on i t, as
quickly as possible.

We would prefer a tape and listing but can work from just
a tape and will return It to you if it doesn't find its way into
the magazine. We wi l l  also need an additional sheet
explaining the game and its theme. And any documentation
like lists of variables or how certain routines are working,
would be of great help to beginners. Please make sure that
your name, address and the program name is on everything

Program name:
Machine
make:

Other models it
should run on:

Model

Other equipment (joysticks, Extended
Basic, add ons, etc.) needed to run it:

Christian
A u t h o r ' s  name
.  
S u
r n
a m
e :

Address'

T e l :

Type of game: (If originalplease say so)

Loading instructions:
(If not included

Game instructions: in the listing)

Date received:

Acknowledgement sent:
Name of
evaluator:

COMPUTER & VIDEO GAMES

Office use only

you send us, including the cassette itself
This form will merely help us to keep a check on your

game as it goes through our testing process and make sure
we have all the information we need to present it properly in
the magazine.

If you don't want to cut up the magazine, we will accept
photocopies or close copies ot this page. This form will be
appearing regularly in C&VG issues from now on

Remember we pay E10 for each listing published and you
could win our Programmer of the Year Contest where we will
try to turn the winner into a best-selling games author.

Number of K
needed to run it:

Date sent out:
Date due back:
Needs to be returned to D a t e
author for alterations:   s e n t :

Due to be published in
issue of magazine.

Date:

Evaluator's comments

Good enough
to publish

Needs some
tidying up

Not worth
publishing

Same game
already published
on this micro

Wouldn t load

1
LI

1
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SPECTRUM from E99 C8M 64 . . . E199
ORIC I (48K) E139 SHARP MZ80A E399
AQUARIUS E79.95 SHARP MZE1013 E799
EPSON HX-20 E462 SORD M5 E149
EPSON QX-10 E1,995 MIRACLE E2046
VIC 20 PACK E139

ATARI 400 & 800

400 (16K/inc Basic)   E 1 2 9
800 (48K + Basic)   E 2 7 9
400 (16K) + Basic + Recorder  + Joystick + 5 Blank

Cassettes +  Demo Cassette   E 1 8 5
400 (48K) + all above items  E 2 6 4
800 (48K) + all above items   E 3 3 9
800 (48K) + Basic + Disc Drive + Joystick 4 3  Blank

Disks + Demo Disc   E 5 5 5

DRAGON 32 — E169

ALL PRICES I NCLUDE VAT

24 GLOUCESTER ROAD
BRIGHTON 698424

vcs ATARI  400/800
VIC 20 PHILIPS

INTELLI VISION
CARTRIDGE LIBRARY

Authorised Dealer
*  Al l  the latest games
*  Fast reliable service
*  L ife membership now El 0
*  Descriptive catalogue
*  Fortnightly or monthly hire
*  P&P inc. in hire. 2 weeks E3,

4 weeks E5
*  Discounts on purchases for members

(Hardware and Software)
JOIN NOW ON MONEY BACK

APPROVAL OR SEND S.A.E. FOR
DETAILS.

TO:
MDM HOME COMPUTER SERVICES,

DEPT 4, 20 NAPIER STREET, NELSON,
LANCS BB9 OSN.

• • • •  • • 1 1 • •

SINAI AN ORIGINAL SBK ZX-SPECTRUM CISALLENGE BY THE AUTHOR Of MINED-OLIT
OBJECTIVES EXPIOSIATION, SURVIVAL AND EATING GRASS" Zippy Plums Rrvers, A
massive 21K play area. 7 levels to explore User cletne0 controls also Kernoslon I  AG
loystIce compatible. ESDO DO High Score Competition, SPLAT evalubon by tan Andrew & Ian
Morgan Also available from all good computer sOops
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littiO14 chessisvP.O. lot E   o r  please debit by Access Card No

I N a m e

I Ad d re ss

,  I NCENTI VE  SOFTWARE LTD — 54 LONDON STREET
READING (0734) 591678
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Name
Addrean.

,

SOFTWARE FOR
THE DRAGON
SNAKEetTE (By David Elhorn. A coicutha. KAMa and
ot.poing keyboard otenit,3 oar
,
,s v o u t  
s n a k e  
9 t u o r s  
h v I d e t
b
y

eaang mumble
-
a e t )  
w a t t : n  
t v  
O b s t
a c l e
s  
a
n
d  
d t
a t
i t  
t u
n
,
.

'dale ntanouvertng e. Or if vt4 chat Seven auger
,
* 0 1  i m n a a a n o
ddhc,ity Can you reach the a...tenth actoevirt We haven Iy e
Cassette tees ET-95

SSETCWA-PUZZLE (by Doyle M a ) -  Y OOP COPP
,
P
,
A
0
P * P R &

pad " n n g  you io dripw and omor too -meow enures AND
thanes a Naar T . n  your ;velum IMO a shOng block polda
S hutt*  Me blacks, Man um, you, alull IC ,
e
-
a e a n C l e  m e m  
' n i b

morect posihorts NOT EASY'. Save yout p<knata evt tom
ID, ' ,awe use S  poures ncluded wan the moon., tut tee .teSe
aritabc 1-40.s O d a . *  tun'
Cassell, tape E7.95
CAT 'W MOUSE AND SPACE MAZE (by M eld Elliott) .
Teri the value. Ned emcieng maze games on one tam.
CAT •I't MOUSE Don't kerne cat ger you Confine a by dareno

te o n e  go r e nc lone y  placed ,wesisennies'SPACE MAZE Fealured le 3D You bed outsell .15 v a t
Labyt,n1P) O u p  pier *  ZYGON Can you tied your *ay our
Cassese tape El 95
SOFTWARE FOR THE ORIC
SPACE INVADERS (by Andrew and Roger Thoressl. A
swat . . .S O, PI the Itadatonal NE.Citi garnet saigniise,ep toe
9rISPit capebieties or he OR IC computer Can you
evienTiRala eita Lama Palma they Land
,
'4  i t i v o N  O f  
d u l l

Cassette tape £3.93
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The wonderful world of the P CW
Show opens up again on 29th and 30th
September and 1st and 2nd October.

And, like every previous Show, it's
the one and only place for the newest.
biggest. smallest, costliest, cheapest,
finest, micro  hardware, software.
bolt-ons and books.

Where the big news breaks first-
At the Personal Computer World Show
you'll see the launch of some
as t onis hing n e w k it ,  f as c inat ing

INsrAL NT TICKETS!no 03200

S O F T W A R E
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DI AND S O F T WARE  W e l  Ppvit Kn ai si o ,  ne ynO kiSIPM S wi i rsal ti  W e l t  CoilerPlOP:Iiit
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Pledge send Me
SNAKEEPTE S A E  TON-A-PUZZLE
CAT N  MOUSE AND SPACE MAZE

: SPACE INVADERS
• Please Allow le  des, ID. devvwy I  enclose at  he oue
,
c os ta l  C P • C e r
- a n d  package is ,
m i o d e d  l o t  
U  P i  
o n l y i  
p a y a b
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S O F
T W A
R E

I =  . . . . .

Inside: Information

The Plaice for
ATARI Users

We  have the largest range o'  A lan Books. S oftware 4 d  h i r  e  in the M id West'
Gel more from your Atari writ, the  Sol/owing books
Computes First Book of Alan C12 95
Computes Second Boot, of Atan E12 95
Computes tatappireg The Ater. £ 1 4 .
9 6Alan Technical User Notes £17 nO
Warning' If you use f  C A R B S  the  Efficient Chips Alan Bulletin Board System sty.
1)0i i) S f
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Phone for more Information on Modems or Datescoh Ts/WM& 32K Disc C35 95

Special Offer
01X Cartridge for Atari 400/800

£24.95 including pi).
Send Cheque or phone your Access or Visa Number
. Within easy reach from the M4 we're

E i T i C i E F t  6 1
-
6 1 0 5

40 THE MARKET PLACE.  CHIPPENHAM WI LTSHI RE
Telephone (02491 651744

WILTSHIRE'S BEST 101
1 V I C  
2 0 / 6 4  
&  
W I C

software and vita l peripher. il
,Know the world of personal
computers..
Just about every micro manufacturer ,
software vendor, and goodie supplier
wil l  be at the P CW Show

There'll be special deals on offer,
too. as well as the chance to enter the
Computer Scrabble riC Competition,
and watch the 4th European
Computer Chess championship.

Plus the MicroComput ing  Centre,
Computer Town, Computer Clubs,
and more,

The time and place for everything.
Mak e sure y ou v is it  t he P O W S h o w
It's on from Thursday September 29th
until Sunday October 2nd, at the

Barbican Exh ib it ion  Centre in London.
It'll be fu lly signposted. and is

easy to reach by tube. bus or car.
The PCW Show: £3.00-  but to
you E2.50.
Clip  and keep this voucher to save 50p
when you buy a P CW Show ticket on
the day

PCW SHOW 50p
DISCOUNT VOUCHER
I V O L I Ch t t  ent ilics the hear el to ' i
,
Up  I

•  I fifty pence i discount on the full E3•00
entrance fee to the Personal Computer I•  World Show.

•  r h e  organise rs re se rve  the  right to a dmission
I
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l it t le  H e n r y  i s  t h e  h e n -p e cke d  h e ro
!nis d o m e st ic t a l e .  O n e  n ig h t  H e n r s

take n o  m o r e . H e  s t e a ls  h i s  w a g e s
his w i l e ' ;  p u rse ,  a n d  sn e a ks o u t  o f

toe h o u se  b e i n g  c a r e f u l  n o t  t o  w a k e
the b a b y o r  t r i p  o ve r  t h e  ca t ,  a n d  h e a d s
for t h e  b r i g h t  l i g h t s  t o  h a ve  so m e  t u n .
Trouble i s  h e  ru n s o u t  o f  m o n e y. H i s  Ord%
way t o  r a ise  s o m e  ca sh  i s  t o  g a m b le  h is

rema in ing  p o u n d s o n  t h e  sp in n in g
,
e
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.f a s  H e n ry i s  g e t t in g  i n  t o  h is  e ve n in g
o 7 t h e  t a b le s  h i s  w i l e  -  M a d  M a r t h a  -
Psi; n o t ice d  h i s  a b se n ce . R e a l is in g  H e n r y
has a b sco n d e d  w i t h  t h e  h o u se ke e p in g
she se t s  Ou t  a f t e r  h im  w i t h  a n  a xe .
Co,e
, ,  
w
h
a t  
p
a
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t  
y
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p
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h
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y

That 's r i g h t ,  y o u ' r e  H e n r y . Wa t c h
• ! h a t  a xe :

,IEI' , 1 a
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r h o  
a  
m a
r v
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l o
u s  
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v
e
n
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u
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t
h
e

.ho le  ;m o a n m  i s  r e a l l y  d o t t y  a n d  a  re f re sh in g
.hange f r o m  so m e  o f  t h e  doomtode n p ro g ivm s
.•ocouriereci n o wa d a ys i n  t h i s  g a m e  y o u  w i l l
'a t  g e t  t r . .  t h e  n e x t  s t a g e  w i t h o u t  s o l v i n g  t h e
.reqent ctinuJitiruM ,  P o p u l a r  Computing We e kly

LIEL;110,,blab
h
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presents T WO  g re a t  g a m e s
by Sa turn De ve lopme nts

SilkH OC EN
the pe ople  w it h

the ir fi nge r on r t ,  button

.1E101 IP  H  S ta i lh •  41.1 riit.V :  •  ,11. •
o r d i re c t  u l n a.  M I K R O C E N

aea. Cgo.nant. 1 1 C 1
,
. 1 1 ,  
t i e t t m a t t e ,  
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l',1•111•.1
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the ga me  •s p r in cip a l f a i lu r e s  in clu d e :-
Fun a d ve n t u re  f o rm a t ,  a cce p t in g  m u lt ip le

commands a t  o n e  e n t ry,  i n  p la in  En g lish

in t a llig e n t  e n d  o f t e n  w i t t y  re p lie s t o  comma nds

, e a ch  a n d  e ve r y  lo ca t io n  d ra w n  in  h i- re s.
f u ll scre e n . co lo u r  g ra p h ics

Three  e xcit in g  e rra t ic t yp e  ga me s a s a n
I n te gra l p a r t  o f  t h e  a d ve n tu re

F u ll h e lp  f a c i l i t y  a nd  sa ve  ga me  comme nd
S kil l  le ve l  se le ct  f o r  be g inne rs

2
1
1
,
c

Um! ha 1  I I  M ad M artha 11
16,95 each ••• Map past a  packtaq pe t ardet

Ames, a t Yam read ealdept 1 1 2 : 1 =
V IS AM 144 2 7 1 1 7  P .m!, •  a p a l

PLAY IT AGAIN WITH AN
IN YOUR HAND.

No matter what computer, video machine or game nothing handles like a
PRO-ACE. The name of the game is ACTION with dual left or right firing,

PLUS the PRn-ACE cpritrP fire button built into the joystick—that's
PRO-ACE total control.
You can see the difference—
Now Play the difference,
whatever game your into—
get into your local dealer and

play it again with an ACE in your hand!
SEND THE COUPON FOR YOUR NEAREST DEALER INFORMATIONso

Please send I urt her details of my nearest dealer and more information Or   P r o - A c e

, H B E R  PA.
, m • P O S i t i v f

HM4131114146 $ 7 A E H L 1 1
.
1 '

M AD M AR T H A I I
( lWra y sa ils the  Spanish M a in)

iirre  f u r  t h e  a nnua l ho llda s a n d  M a r t i ,
decides t o  v i s i t  h e r  h a l l - co u s in  M a n u e l.
who i s  a  w a i t e r  i n  a  p l u s h  h o t e l  i n
Ptarcelona.
..)rw a f t e r n o o n . M a r t h a  s e t s  o u t  O n  a
bus t o u r  w i t h  h e r  so n ,  yo u n g  Arb u t h n o t .
leaving o rd e rs f o r  M a n u e l t o  ke e p  a n  e ve
•in H e n r y . 1 .n b e kn o wn  t o  M a r t h a ,  c r a f t s
Henry h a s  a  Sp a n ish  p e n - p a l . a n d  , , ,
planned a  s e c r e t  r e n d e z v o u s .
leaves t h e  h o t e l ,  b r im m in g  w i t h
•itasm a n d  M a n u e l w h o  i s  t o t a l ly  . . .m i . ,
is h o t  o n  h i s  t r a i l .  T h e  a d ve n t u re  t a k e
,us t h r o u g h  t h e  t h r i l l s  a n d  s p i l l s  o f  a
madcap ch a se ,  t a k i n g  i n  a m o n g st  o t h e r
de ligh ts,  a  b u l l  fi g h t  i n  w h i c h  p o o r
Henry i s  f o r ce d  t o  p la y  t h e  le a d in g  ro le ..
Guaranteed la u g h s  a n d  f u n  f o r
f a m ily :

this i s  a  g a m e  t o  in ve st  i n  i t ' s  f u n n y.
genu ine ly o r i g i n a l  a n d  t h e  g r a p h ics  a r e  g r e a t

Hit  t h e  k e y  i n  b e g m ,  t h e  Sp e ct ru m  p la y s  a
real t i o t y w o o d
-
s t y l e  
m o v i e  
t h e
m e  
t u n
e ,  
a
n
d

me hunt is  on:. P e r r o n &  C ompute r Ne ws

Joystickes I enclose [12 95 each tallow 28 days for delivery) c &

A t i r :  N
A D
A
D
M
R
E
E S S

THE WAY TO WIN IS WITH AN
ACE IN YOUR HAND. POSTCODETEL No

ICES MANCHESTER LTD.. 198 DEANSGATE, MANCHESTER M3 3NE. 061 834 4233

COMPUIER & VIDEO GAMES 1 6 1



ATTENTION A T T E N T I O N

ATARI 400/800 OWNERS

MIDLAND GAMES
LIBRARY

Do you want to join a long established library?
Are you looking for a fast efficient and friendly service?
Would you like to select from almost 400 cassettes,
cartridges, discs and utilities?
Would you appreciate approximately 25 new additions
per month?
Are you interested in interactive club schemes?
Before writing to the rest, try the BEST.
Various permutations where 2 games may be hired at
once.
Special introductory offer for new members.
Send large SAE for details.

M.G.L.
48 Read Way,

Bishops Cleeve, Cheltenham
(0242-67) 4960 6 p m
-
9 p m

All our games are originals with full documentation

Pac Man
Defender
Vanguard
Centipede
Robotron

A
LATARr

MICRO COMPUTER PROGRAMMING
OPPORTUNITY

WANTED
Experienced freelance assembler programmers willing to
work with an Atari authorised organisation to convert the
following best selling arcade games for our new Software
Publishing Venture.

Donkey Kong X a v i o n s
Pole Position G a l a x i o n
Chrystal Castles J o u s t
Missile Command M r s  Pac-Man
Battle Zone

Spectrum, Dragon. BBC and
Commodore preferred

INTERESTED?
Send examples of your work and details of your

develooment equipment to]

Mrs K Tarvin (Dept. CVG)
ATARI INTERNATIONAL (UK) INC

Atari House, Railway Terrace, Slough,
Berks SL2 56Z

162 COMPUTER & VIDEO GAMES

E & E ENTERPRISES LID
Computer & T.V. Games Hire Libraries

WISH ALL READERS A VERY HAPPY CHRISTMAS

No. were  not early, only pointing out what a wonderful
Christmas you could have, playing the latest games, if you
join us now. Games such as: Pole Position (Atari), Solar
Fox (Coleco), Zaxxon (Coleco), Fathom (Imagic), Moon
Sweeper (Imagic). Solar Storm (Imagic), Thin Ice (Mattel)
Super Cobra (Parker), 0-Bert (Parker), Tutenkham (Par-
ker).
So what does it cost? Only 25p a day rental, plus an initial
El 0 Life Membership: no postage and packing, no hidden
extras! Available now for Atari VCS. Mattel Intellivision.
Philips G700017020. COlecovisiorL Atari 400/800. Vic 20
and Texas TI99/4A,
Got a T.V. gamer in the family? Why not give them a Life
Membership for Christmas? For full details, send large SAE
to: E & E Enterprises LW, P.O. Box 8, Saltash,
giving details of system's owned.
P.S. Join us within 21 days of recept of details. and a
quality free gift is yours!
P.P.S. Interested in buying at discount prices? Our Christ
- s and

e, tar
-

mas price lists are available now, fo r both member
non-members. Big savings on SAP for all sofiwar
tridgesiconsoles. Send for details.

1 0 ;
0
5
-
4 6

HAVE A WONDERFUL CHRISTMAS
WITH E & EI

• de%

TEXAS INSTRUMENTS
TI 9914A Solid State Software
EXTENDED BASIC
MINI N1EMORY
BLASTO
CHISHOLM TRAIL
TUNNELS OR DOOM
SOCCER

genuine

FOR OTHER CRAZY PRICES
SEND SAE FOR Fl 'LL PRICE LIST

p a w '  If 11(f
. 
C H E O
l E c  
. m
s

52.25
£10.50
S18•95
£18.95
S12.50

PARCO ELECTRICS
4 DORSET PLACE, NEW STREET,
HONITON, DEVON. EX14 8QS.

TELEPHONE HONITON (0404) 44425

to



Another devastating new game from the fabulous Postern range.
The colourful Postern range is available on a variety of micros. Write
quantity of each game required in the boxes provided.

r
— 
—
I Please

send
me.

Rre Hawks

Snake Prt

= M E .

Spectrum \ A c  20 C o m m o d o r e  64 B B C  'B'
S5 95 £ 5 9 5 So 95 S o  95

1 I
Shadowlax

Siege L i  r l

B a c k g a m m o n  L I  Bo a g o r n m o n  ovo00014
, o n  4 8  K  o n l yTotal S o r  Access:Visa (Deleie)No.
Name
Address POSTERN

Si

POST TO: Postern Lid., P.O. Box 2, Andoverstord, Cheltenham, Glos GL54 SSW
OR PHONE: Northleoch (04516) 666 Telex 43269 Prestel 37745
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